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L have you ever seen 
an arcade adventure in 

which the hero 
has to drink stout 

Zzap t>4 

FT WARE 

FEATURES In this arcade comedy a mild-mannered 
diver, Gormless Gordon is set upon by An extensive underwater landscape Electric Dreams Software 
buxom bulging Myrtle, the Mermaid with a including a wrecked ocean liner, 23 Pond Street, Hampstead 
face that sank a thousand ships. submarine caverns and a sunken city. London NW3 2PN 

Thrill to the music, quake at the terrors of 
the deep, boldly go where no man has 
gone before, and discover hidden wonders 
that will make your knees quake and have 
you reaching for your scuba gear. 

Numerous puzzles to solve and objects to 
collect and use. 
A “nutty” musical soundtrack which 
continually changes to accompany Myrtle 
through the varying locations. 
Detailed fully animated cartoon style 
graphics in full colour. 

Available for: 
Commodore 64 Cassette (£9.99) 
Commodore 64 Disk (£14.99) 
ZX Spectrum 48K (£9.99) 
Amstrad CPC Cassette (£9.99) 
Amstrad CPC Disk (£14.99) 

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON, HAMPSHIRE SOI 2EW. TEL: (0703) 229694 
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26 VIRGIN 
CHALLENGER ll 

We've got a complete package for you in time for 
Challenger's Transatlantic sprint: a preview of the 
game, a great competition and the full record- 
breaking Challenger story. 

54 THE GAMES 
MAN 

This is the man who's sold millions of games, this is 
the man who drives a Ferrari, this is the man who's 
set to make even more money. Who is he? 

66 PLAY TO WIN 
We've done it — we've mapped Spindizzy and 
sussed out how to get the lizard-killing red dust in 
'V'. Plus, a load of pokes for Cl6 gamers. 

78 INSULT 
CONSTRUCTION SET 
DIY insults are all the rage with our type-in insult 
generator. Think our insults aren't strong enough? 
Then ****ing well make up your own. And it works 
on all four machines. 

4 LETTERS 
What did you think about our new look last month, 
about Uncle Jim? It's all in your letters. 

6 BUZZ 
Commodore's shaky foundations, new look for the 
64, new products — it's all in Buzz. 

53 CHARTS 
Latest charts for 64, 16 — and all the rest. 

58 INTO THE VALLEY 
Major reviews this month include Level 9's Price of 
Magik, Seabase Delta and the Very Big Dave 
Adventure. Plus news and Campbell's Comment. 

65 US HOTLINE 
Dan Gutman investigates weirdware — what is it and 
where can you get it. 

73 BUSINESS 
Get more from Superbase in our two-part hints'n'tips 
special, and a review of Cal-Kit the new home and 
business money program. 

82 PROGRAMS 
Along with Insult Construction Set, we've got 
Minefield just for the 16 and Plus/4. 

85 TRIED AND TESTED 
We've put the brilliant American Print Shop program 
through its paces, together with the 64 Multimodem. 

93 UNCLE JIM 
Uncle's J's been having nightmares just lately — and 
a bright idea. 

95 TOMMY’S TIPS 
Problem-basher Tommy gets to grips with your 
computing queries. 

98 HOTSHOTS 
We tried to keep it out but here it is — another load of 
sleeze. 
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◄ 
10 Aero Jet - 64/128 
13 Shogun - 64/128 
15 Raging Beast — 64/128 
16 Nexus - 64/128 
18 Tau Ceti - 64/128 
20 Ghosts and Goblins — 

64/128 
23 Saboteur — 64/128 
24 Popeye - 64/128 
32 Murder on the Mississippi 

- 64/128 
34 Green Beret — 64/128 
38 Danger Mouse — 64/128 
40 Comet Game — 64/128 
41 Caverns of Eriban — 

64/128 
41 Space Warrior — 64/128 
43 Shark — 16 and Plus/4 
43 Runner — 16 and Plus/4 
45 Dirty Den — 16 and Plus/4 
46 Frank Bruno — 16 and 

Plus/4 
47 Jet Set Willy - 16 and 

Plus/4 
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Real bugs 
I thought I'd take a few 

minutes off from Alternate Reality to 

drop you a line. Firstly, I think the 

game is the best role player game as 

yet seen on the UK market. 

Unfortunately, it’s full of bugs. 

They’re so bad on one point that I 

had to reset 33 times in a sixteen 

hour session of frustration. 

U.S. Gold said it was all due to it 

being made for the 64 and not the 

128 but I’ve proved them wrong: it 

crashes on either machine. I for one 

would like them to give me a good 

copy because I actually like the 

game. The bugs are as follows — 

maybe other readers will back me 

up. 

The sun turns into a big flashing 

square. The description line below 

your experience line often gets a 

white cursor on it which blanks out 

some of the description words. A 

white square forms beside the 

picture whilst playing. When you 

have filled up with potions i.e. 

protection + a further quaff will 

crash the game. Also when you buy 

six or more rounds in a tavern the 

lower half of the screen crashes and 

a jumble of symbols appear for a 

split second before resorting back 

to normal. 

Malcolm Harnden, 
Stamford, Lines. 
P.S. If anyone reading this is playing 

Starglobe 3 the PBM game, visit me 

at Leree for some interesting 

weapons or support items for 

Colfacs/Colonies. Captain Pasimov. 

Strange 
request 

Help! I bought a Commodore 

Plus/4 for Christmas, and returned 

the Guarantee Card, and they just 

sent me as a free gift a sofware 

cartridge called Strange Odyssey and 

once I get out of the Spaceship I 

come to a dead end. So as I read 

through the very basic instructions, I 

see there is a hint book to help 

decipher messages and clues, so I 

got in touch with Commodore at 

Corby, they gave me a phone 

number, but the firm is now out of 

business. So Corby suggested I 

contact a magazine to see if 

someone could help me. So please 

can you tell me where I can obtain 

a hint book. May I also say thank 

you for a great mag and keep up 

the good work. 

J.A. Brown, 
Taunton, Somerset. 
Can anyone help out there? 

Super 
Bowlsup 

I recently bought the 

American Football game Super Bowl 
by Ocean. It’s a great game, rhuch 

easier to play than the other 

American Football games on the 

market which I have. Super Bowl has 

good graphics and sound and music 

— overall a good game for the 

money. 

But I have discovered a couple of 

problems. You can only score points 

up to 99 for your highest score, 

and when you play for the team 

going up the screen a field goal or 

extra point attempt fails because the 

ball never goes through the 

uprights. It always falls short. 

If you score more than 99 then 

your score goes back to zero. I 

found this out when I played against 

the computer. In the third quarter I 

was Bears 99 and the computer was 

Patriots with 21 points. I scored 

three more touchdowns and three 

more extra points, the Patriots 

scored one more touch down and 

one more extra point which should 

have made the final score Bears 

119, Patriots 28 but the total I got 

was 19-28! 

Did the programmer make a 

mistake or didn’t he expect any one 

to score more than 99 plus against 

the computer? Is there anything we 

can put in at the start of a game 

before we load the main program 

to make the game total the points 

over 99 plus? 

This is the way I played the game 

to score more than 99 plus points I 

played the same offence right the 

way through the game, 

first menu RUSH PLAY 

second menu I FORMATION 

third menu SET RECEIVER the last 

player of the (I FORMATION), 

third menu MENU 

fourth menu PLAY GAME 

I played the same defence 4-2-5 

21 -marked-22 53-marked-69 

23-marked-25 63-marked-64 

35-marked-88 73-marked-54 

38-marked-81 95-marked-10 

91 -marked-71 55-marked-71 

used no power on the kick off 

then moved my players to the ball 

to get a I st down 12 yards. 

M.S. Jupp, 
Hove, East Sussex. 

Elite excuse 
Thank you for your excellent 

review of our Silver game Thrust in 

the May issue of Commodore User. I 

am writing, however, concerning 

Fred Reid’s review of Empire which 

appeared in the same issue. 

I would like to know who, at 

Firebird, told him that Empire was 
.. a cure for bored Elitists”? 

Empire is not a cure for bored 

Elitists. We have gone to great 

lengths with reviewers, and with the 

style of the advertising, to stress 

that Empire is not supposed to be 

Elite II. 
Anyone who plays Empire will find 

that the game-play, graphics, 

Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 

objectives, and style of the game 

place it quite apart from anything 

else on the market. Given the 

detailed nature of Mr Reid’s review, 

and the many good points which he 

has to make about the game, I 

wonder what he would have 

concluded had the game been from 

a different publisher, or even 

Heaven forbid!) had ‘Elite’ never 

seen the light of day. 

Sorry about the gripe. The mag’s 

usually brill! 

Phil Pratt, 
Marketing Manager, Firebird Software. 
Fred’s review would have been 
the same whoever published it, 
and we stick by his comments 
Phil. 

Turbo 16 
^ I read your magazine every 

month. But in the May issue of CU I 

noticed that in your Letters pages 

some readers asked if there was a 

turbo-load program for the Cl6. 

Well, there is one company called 

Supersoft who sell a turbo load 

program at £6.95 and the phone 

number is as follows: 01-861 1166. 

I hope you are now pleased that 

your problem is solved. 

Justin Hutchings, 
Leamington Spa. 

Poster plea 
This humble letter is for 

Eugene Lacey, Bohdan Buciak, Mike 

(Hot Shots, Porsche fanatic or is it 

No. 64 Routemaster bus?) 

Pattenden. 

Anyway, your ‘mag’ is absolutely 

‘‘BRILL” and now it’s had a 

facelift, ‘‘FANTASTIC”! Shame it 

has to go up to a pound, but let’s 

face it it’ll be worth every penny of 

it. Does this glamorous new look 

and extra freebie’s have anything to 

do with my previous letter in Feb? 

(what letter? — Ed). Anyway keep up 

the good work and show those 

twerps at Zzapl (now, now — Ed.) 
what Commodore User is made of. 

How about chucking in a free 

poster from time to time? Every 

o 
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other mag has one sometimes. Get 

a guy called Christopher Foss to 

draw some up for you. He is a 

fantastic sci-fi artist. He designed 

the spaceship Nostromo from the 

film ALIEN. 
Richard Gibbons, 

Stranraer, Wigtownshire. 
Your suggestions are duly 
noted. 

I Jim fan 
Who is Uncle Jim? 

The man is a genius. 

^ At the end of this 

century we will number him among 

the world’s most gifted men. 

Einstein, Eddison, Benz, Rutherford 

. . . Uncle Jim. 

How can I join his Commodore 

Club in order to be privy to the 

great man’s innermost ideas? The 

customised doorbell was nice, but 

SQUID was inspired, Commodore 

owners have been waiting for years 

for something as useless as this to 

attach to their micros. 

I have myself been working on a 

music system for the 64 for the last 

eighteen months. It involves 

interfacing a mouth organ and a 

Wurlitzer jukebox via the joystick 

ports but I’ve run into one or two 

problems with ROM though. Will 

SQUID override this or am I an 

idiot? Please don’t print my name 

because I don’t want everyone to 

know I’m a berk. 

Julian Tovey, 
Liverpool. 
Name and address 

witheld by 
request. 

Puny game 
Myself, my cousin and lots of 

my friends who all own 

Commodore 16 computers have all 

bought the Mr. Puniverse computer 

game by Mastertronic. We all find 

on playing it that when you get 

about 7 vitamin pills the game just 

crashes. So there is no way at all 

that you can ever win the game 

because you have got to get 25 pills 

to win. This takes all the enjoyment 

out of playing it. Can you please 

find out if this is supposed to happen 

or are they faulty or pirated games. 

Thankyou. 

Charles Cornaby, 
Hants. 
Mastertronic say there was an 
early version which had a bug. 
Somehow it sounds as if you’ve 
got hold of one. Change it or 
frame it! 

Arcade 
Asteroids 
My story is of sad and old 

About a game you will be told 

A game that is devoid of droids 

The vintage game of Asteroids 

For years I’ve searched high and low 

To find the game that I love so 

Making do with Exploding Fist 
Can cause a boy to go round the 

twist 

I wish to inquire, if not plea 

For the name of a software 

company 

That will duly provide, for a fee 

That magnificent piece of computer 

history. 

David John, 
Port Talbot 

Ins and Outs 
I disagree with the article A 

Fan Writes (June): the GForce and 

Mike Pattenden are ‘brill’!! So if he 

doesn’t like CU he can order Zzap 

64 so he can have a laugh. 

I also defend U.S. Gold, most of 

their games are worth £9.95, i.e. 

Winter Games, Summer Games, and 

their new game World Cup Carnival, 

looks to be worth £9.95. And their 

new budget games are well worth 3 

‘quid’ so stay off U.S. Gold’s back. 

Here are the C96’ and Plus/4’s in’s 
and out’s: 
In: Tony Kelly, Mastertronic, Good 

Games, CBM User, World Cup 

Carnival, Gremlin Graphics. Out: 
Brian Howarth, Gremlins, Invader 

Games, CBM Magazines that snub 

CI6’s and Plus/4’s, Indoor Soccer, 

Software Houses that don’t convert 

games, CBM Horizons and Zzap 64. 

Niall McDermott, 
Manchester. 

More pocket 
money 

I read and enjoy your mag. 

but in June’s issue I read the letter 

section and most of the letters 

criticize the mag. Can’t anyone 

praise it? Especially I read one 

where all the writer did was moan 

and criticize it. Why do they buy it? 

The only thing I’d like to criticize 

is that the competitions are too 

hard for us younger readers to 

answer. So why don’t you make 

different age sections? The mag is 

also quite expensive when 

companies you show expect you also 

to buy a computer game for around 

£10 when I only get £1.50 a week 

and I’m expected to buy your mag 

(which I don’t mind) and buy a £ 10 

game. 

Mastertronic games are only 

£1.99 which I don’t have so much 

trouble saving to buy but companies 

like U.S. Gold are greedy. 

Darrell Pratt, 
Holyhead, Gwynedd. 

Must you go? 
I have been an avid reader of 

C.U. since buying my first issue in 

March ’84. I have since bought 

every issue and until a few months 

ago have thought it to be the best 

available for Commodore users. I 

would like to say that I agree with 

most of what D. Procida says in his 

letter of June ’86. 

I could once look forward to my 

C.U. being delivered, but it’s gone 

downhill since introducing the 

following:- 

1. Hot Shots (Shoot Mike 

Pattenden) 

2. Uncle Jim’s Club (Why not make 

him a grandad and retire him) 

3. GForce (Send^them to Libya. 

They can bore Gadaffi instead of 

me. 

Why have you started reviewing 

games in more depth? They take 

too many pages. I would like to see 

more on the programming side i.e. 

Languages such as Pascal, using 

utilities to their best or an assembly 

language course. 

Don’t forget that we the readers 

pay your wages. I’ve seen a lot 

more criticism of C.U. in your 

letters than previously and there are 

other Commodore magazines who 

seem to have got their act 

together, namely Your Commodore. 
Now that you have changed the 

front cover try a facelift on the 

interior, it’s in desperate need. I’ll 

be buying C.U. for the next couple 

of months but if there’s no change 

then I change. (To Y.C.) 

Terry Waterhouse, 
Rossendale, Lancs. 
See you, Tel. You won’t be 
wanting the T-shirt then. 

Swift retort 
After reading the letters 

• from Daniel Procida, (June 1986) I 

felt I must write in defence of your 

excellent mag. 

Firstly he says “who wants to 

know what Kevin Toms was doing 

in another mag.’’ Well, (from what 

Mike “mine of information” 

Pattenden tells us) it was a nude 

centrefold and Daniel wanted 

posters of programmers (some 

perverted connection perhaps?) 

Then he goes on (and on) to 

criticize “Kevin” McMahon (I could 

have sworn his name was Ken) and 

the way he “rips every programmer 

efforts to shreds”. Ken gives praise 

where it is due, e.g. Psi 5 Trading Co 
and Rasputin, but when a piece of 

software as bad as Death Wake 
comes up it deserves to be ripped 

to shreds. As for thusands of 

readers shouting him down, they 

were probably complaining that he 

didn’t burn every copy! 

As for criticizing Mike Pattenden’s 

Hot Shots column (which is, along 

with his witty reviews, the funniest 

bit in the mag) if we were all 

miserable, jumped-up little nerds like 

Daniel, what a jolly old life we’d 

live. 

Lastly, to deal with the most 

incredibly stupid complaint I have 

ever heard in my life. The reason 

most, if not all, CU readers buy the 

magazine is for the games reviews 

so his idea of reducing the number 

of them is hardly going to be 

popular is it? 

Keep up the good work, 

especially the C16 bits, and 

congrats, on the new image. 

P.S. I thought of a brilliant idea for 

a Sigue Sigue Crudnik game. You 

line them up against a wall and blast 

hell out of them. 

Darren Rogers, 
Huyton, Merseyside. 
Thank you for your well 
observed remarks Darren, Mike 
says he’ll send you the tenner 
by return post. 

Our letters bag is bulging with your comments, 

criticisms, queries and praise currently so we're ex¬ 

panding our letters page. Every letter printed gets a 

coveted Commodore User T-shirt, but we've added 

an extra incentive — the chance of winning a chart¬ 

topping game for the star letter of the month. So get 
your pen and paper out and write in to: 

Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 



Commodore 
struggling 
Commodore International has 

announced further losses for the 

last quarter amounting to £25 

million and a further seventy 

redundancies at its Corby plant. 

This comes on top of the 

reports earlier this year of its 

financial problems with the banks. 

To make matters worse it’s 

now becoming clear that the 

Amiga is unlikely to prove the 

popular successor to the 64 that 

Commodore hoped it would be, 

especially since it has been 

confirmed it will carry a hefty 

£1,700 price tag. 

Its price puts it into the fiercely 

competitive small business micro 

market dominated by IBM and the 

dozens of clones based on it. 

To give the Amiga a fighting 

chance Commodore have 

announced an add-on called Sidecar 
which will enable the Amiga to 

run standard PC software like 

Lotus 1-2-3 and dBase, though the 

announcement by Amstrad to put 

an IBM clone into the market for 

£500 won’t do that package any 

favours. 

Despite this, Commodore’s 

U.K. boss Chris Kaday remains 

bullish about the Amiga. “We 

received tremendous response to 

the machine after launch.’’ 

He rejects the criticism that the 

machine has no proper slot in the 

market. “It will be bought by 

businesses, by companies who are 

particularly interested in graphics 

and by some home enthusiasts,” 

he insisted. 

Press Baron 
You don’t have to be an Eddie 

Shah or a megawealthy Maxwell 

or Murdoch to run your own 

newspaper. All you really need is a 

Commodore 64, a printer and a 

snappy new piece of software 

called The Newsroom. 
The Newsroom lets you create 

the pages of a newspaper, 

magazine, fanzine or whatever 

you like, and print it out page by 

page. You can create the banner 

for your paper, write the text, lay 

it out in columns on the page 

(there’s a choice of three page 

sizes) and include illustrations. 

The system comprises two 

disks, system disk and Clip Art 

disk, the latter holding hundreds 

of graphic illustrations which can 

be lifted out and incorporated into 

your page. The system is com¬ 

pletely joystick and icon driven 

and looks like being simple to use. 

There’s also a ‘wire service’ 

facility for people with modems to 

transfer material to other 

computers — a 64, Apple II and 

even an IBM PC. 

The Newsroom costs £39.95 

(disk only) and is being distributed 

in the U.K. by Ariolasoft. It 

should be available by the 

beginning of August. Our stringer 

tells us Lou Grant of the L.A. Trib 

is already trying to get a copy. 

Look out next month for our 

exclusive review — tough luck 

Lou. 

o 

Nevertheless the Guardian 
reported recently that only 

50,000 Amigas have been sold 

worldwide. With a $40 million 

launch budget and enormous 

development costs that kind of 

turnover is unlikely to get them 

close to break-even. 

Problems with the Amiga are 

unlikely to effect the owners of 

other Commodore computers. 

Despite the company’s financial 

difficulties they have just 

announced plans to improve their 

after-sales service for owners of 

the home machines. 

Third-party computer repair 

outfit Verran Micro Maintenance 

Ltd of Camberley will handle all 

servicing of machines still under 

warranty, from July I st. 

In a press announcement 

Commodore stated that they 

hoped Verran would re-employ 

some of the staff just laid off to 

help set up the new servicing 

facility. 

FACELIFT FOR 64 
Commodore have announced a 

facelift for the ageing 64 in an 

attempt to boost its flagging 

position in the home computer 

market. 

The revamp will only affect the 

machine’s appearance though. It is 

to be rehoused in a shell similar, if 

not identical to the sleak, cream- 

coloured 128. An American 

software house is rumoured to 

have developed a fancy, icon- 

driven commands system for the 

64, similar to the Gem system 

used by more expensive machines. 

The 64 will not offer any extra 

memory or improvement in terms 

of sound and graphics, so it will at 

least, be 100% compatible with 

the old machine. 

It is also expected that 

Commodore will offer the option 

of a 3^ inch disk drive — the 

increasingly popular format used 

by the Amstrad and Commodore’s 

own Amiga. This would replace 

the outdated and sluggish 1541 

and 1570 disk drive. 

The key question is that of 

price. With the Amstrad-Spectrum 

now selling at £ 130 the pressure is 

on Commodore to come up with 

an attractive package at a good 

price if it is to maintain its position 

in the market. 

The most likely option is the 

standard marketing ploy of 

bundling the machine with a disk 

drive and cheap printer for around 

£400, though Commodore are 

being very tight-lipped about this. 

The new-look 64 is 
scheduled for imminent launch 
in Germany, an should reach 
the U.K. later in the year. 



News 

FINAL REPLAY 
The original Final Cartridge for the 

Commodore 64 should have been 

called the semi-final cartridge 

because it’s just been enhanced 

and improved. 

Major new features crammed in 

are the ‘freezer’ function which 

allows you to make personal back¬ 

up copies of your tapes or disks. 

Pirate tape copies beware — the 

cartridge must be in place when 

you load your back-ups. 

There’s also a sprite killer that 

cancels sprite collision detection 

(just like Game Killer) for those of 

you who’d rather cheat than 

break your joystick. And for real 

boffins, there’s an improved 

machine-code monitor. 

Add that to an impressive list of 

menu-driven functions that include 

toolkit and DOS commands, a 

Centronics interface, screen dump 

facility, preprogrammed function 

keys, disk/tape turbos and 24K of 

extra RAM and you’ve got what 

amounts to a real bargain for £45 

— that’s a fiver cheaper than the 

original version. More details from 

H and P Computers on 0376 

511471. 

Mastertronic goes 128 
Good news for 128 owners who 

want to use their ‘ 128 mode’ to 

play games — Mastertronic has 

started a cheapo range of 128 

games on disk, costing just £4.99 

each. The bad news is that the 

first two offerings, Kikstart and 

The Last V8, are merely 64 

conversions. 

Kikstart looks identical but 

seems to run slower — more like 

junior Kikstart. The Last V8 has 

almost identical graphics, speech 

and sound but it does have an 

extra phase — you start on Mars 

and have to pick up 15 fuel rods 

before going back to Earth. The 

only real plus is very fast loading 

speed — if you’ve got a 1570 or 

1571 drive. Can someone else do 

better (please)? ■ 

Petspeed for 128: 
probably the first 

‘official’ Basic compiler for the 

64, Petspeed is now available for 

the 128. The new version 

supports the 128’s Basic 7.0, is 
claimed to run compiled programs 

up to 40 times faster than Basic 

itself and uses the full 128K of 
memory — so who needs 

machine-code? Petspeed 128 is 

available from System Software of 

Oxford and costs a whopping 

£49.95 on disk. More details on 

0865 54195. 

'vmv' Digidrum Mark 3: an 

enhanced version of 

the Digidrum drum machine for 

the Commodore 64 has just been 

announced by its U.K. distributors 

Syndromic Music. The good news 

for existing Digidrum owners is 

that you’ll be able to get the 

software update for £14.95. 

Digidrum 3 itself costs £79.99. 

One of the main improvements is 

a new Editor which lets you swap 

and copy sounds as well as being 

able to mix two or more sounds 

together. More details on 01-883 

1335. 

Share your 
peripherals: If you’ve 

got two computers and only one 

set of peripherals, Hardworks Ltd 

may be able to solve your 

problem with the T-Switch. It’s a 

device that links two 

Commodores (Vic, 16, 64, Plus/4) 
to one set of peripherals via the 

serial port. A switch determines 

which computer can access the 

printer or disk drive. It also 

incorporates a reset switch for 

the devices attached. T-Switch 

costs £24.50 and you can get 

more details on: 0493 764040. 

More MPS ROMS: 
remember MPS 

Software, the people who do a 

replacement ROM chip to give the 

MPS 801 printer true descenders? 

Well, now they’re offering three 

more replacement ROMs, each 

with a different font. There’s 

‘Tech’ (£14.95) which looks like 

the figures you get at the bottom 

of cheque books, there’s ‘Italic’ 

(£14.96) and ‘Sprint’ (£14.95), a 
variation on the standard 

character set with straighter lines, 

less curves and true descenders. 

MPS Software are at: 17 Bowes 
Rd, London NI 3 AUX. 

o 



A Flash Of 
Geniust 

Y APPROVED ^ 
for connection to 

telecommunication 
systems specified 
in the instructions 
for use subject to 
the conditions set 

L. out in them. A 

GIVES YOU DATABASES, BULLETIN 
BOARDS, ELECTRONIC MAIL, 
PRESTEL — ALL ON YOUR M 
COMMODORE 64 OR 128 At 
Ai last! The perfect modem for your 

Commodore# 84 or 128- giving you 
1 access to Prestel*, Micronet*, viewdata 

^JBk and a host of other services — plus 
user-user communications. 

\ It couldn't be simpler. The 64 
—v**0”*0*^^ Multimodem has autodial and 

X autoanswer, with all comms jjj 
software on-board in ROM. 64 Multimodem fits 
your Commodore s cartridge port, and has just Xjfl 

\ one external connection — the telephone Jlead. Jj 
The 64 Multimodem is menu driven and ijjBgg 
multispeed, with CCITT V21/23 and Bell :ijj§P 
103 standards, handling baud rates of 
300/300, 1200/75 and 75/1200. . X 'j[9H 
Functions include save and 

,CA print frame and automailbox 
JVy with edit and save. 
(0XC) Buy your 64 Multimodem now and 

well give you free introductory 
k subscriptions to Micronet and 
m% Microlink *; an unbeatable package 
jH at an unbeatable price — it’s pure ^B 
S genius! 

gsss 

From the Communications 
k A Powerhouse 

TECHNOLOGY 
MIRACLE TECHNOLOGY (UK) LTD ST PETERS STREET IPSWICH IP1 1XB ENGLAND 
0 (0473)216141 6 LINES TELECOM GOLD 79: KEY 001 (DealerlinK 72: DTB 10135) 
LDO 946240 CWEASY G 19002985 PRESTEL MAILBOX 919992265 



# News 

► 
Dan Dare 
and 
Digby 

Avid readers of the 
Eagle will know of the 
heroic exploits of 
Commander Dan Dare 
and his sidekick Digby 

in defending the earth 
from the designs of the 
evil Mekon. Virgin's 
game due out late this 

DAN PARE POINTS* V.1Z300 

PILOT OF THE FUTURE CHftPTGR..VZ 

month features the erstwhile hero in another 
tangle with the nasty green alien who's attempting to 
colonize the earth. 

Programmer Andy Wilson has attempted to keep to 
the original feel of the strip as much as possible as 
the screen shots show. The game is an arcade 
adventure but it plays in a style closer to a straight 
adventure by suggesting possible options. We're 
trying to get our hands on it even as you read this. 

This is the viewscreen 
from Microprose's Gunship, 
due shortly. It promises to 
be the F-15 Strike Eagle 
for helicopter enthusiasts, 
with options for flying 
Search, Destroy, Rescue 
and Covert misions in an 
AH-64 Apache. Microprose boast revolutionary 3D 
graphics and terrain with real elevation and 
dynamic speed. Sounds pretty hairy. 

Yet another oriental fighting game is due for release 
on the 64. Gremlin's The Way of the Tiger attracted 
plenty of praise when it first appeared on the 
Spectrum, a month or two back. TWOT, as it's 
affectionately known, features a number of different 
scenarios for fighting, including unarmed combat 
and weapons like poles and swords. There's plenty 
of variety and lots of gore, so we'll be ninjaing away 
with this one just as soon as we can. 

Alio', ca va mes copains, porquoi est-ce que je 
parle le franglais. C'est because the French sont 
invading. Mais oui! Le picture est taken from 
Mandragore a graphic adventure from Infogrames. 
Le game can be joue par four players avec each 
person trying to solve the Mystery of King Jorian. 
This mystery is contained in a grand chateau but 
to solve it on doit solve the mysteries surrounding 
neuf autres chateaux in the Land of Mandragore. 
Comprit? Bon un review suivit next ish, polish up 
on your franglais. 

This is a screen from Jeff 
Minter's latest game for 
the 64, Iridis Alfa. The 
game is a mix of two 
different sub games 
featuring an extremely 
cute droid, who turns 
himself into a fighter 
aircraft with devastating 
firepower. In other words 
it's a Jeff shoot 'em up 
special and there doesn't 
seem to be a Llama in 
sight until you look at the 
score line. 



ACROJET 
COMMODORE 

64/128 
MICROPROSE/ 

US GOLD 
Price: 

£9.95/cass 
£14.95/disk 

If you thought Solo Flight was a 
challenge, with its basic propeller- 
driven training plane, Aerojet provides 
even more thrills. It's an aerobatic 
simulator using the Jim Bede 
designed BD-5J plane. If that means 
nothing to you it's the aircraft 
James Bond flew through an 
aeroplane hangar in the film 
"Octopussy". 

This is a very demanding plane to 
fly and it's been involved in at least 
24 recorded accidents. And since I 
got hold of the simulator that has 
more than doubled. This simulator is 
one which really does live up to its 
real-life counterpart! 

Being an aerobatic simulator, 
you're set a number of aerobatic 
competition events with varying 
degrees of difficulty. To help you, 
you're given a comprehensive flight 
instrument panel, as well as an 

Concorde ace 
Captain John 
Hutchinson flew into 
the CU offices again 
this month to try out 
his aerobatic skills 
on Aerojet. Not just 
a flight sims expert, 
he's also become a 
parachutist. BBC 
viewers will have 
seen him make his 
first freefall jump on 
the recent Holiday 
Air '86 programme. 

outside 3-D view which shows not 
only the aeroplane but the runway 
and the various obstacles and gates 
you will have to negotiate during 
your competition manoeuvres. 

Before you start flinging your plane 
around, you'll find it helpful to 
practice some of the basic 
manoeuvres: climbing, diving, turning 
and especially landing (you guessed 
it, it's pretty tricky). To help you 
along, the very well-written 

Try the easiest manouevres first — simply fly 
around a set of five pylons as quickly as 
possible. 

operations manual has sections 
covering such matters, including lots 
of information on aerodynamics. 

Now you've learned the basics, we 
can start on the ten aerobatic and 
competition events. These are: 
• Pylon Race - simplest event, 
involves getting airborne, racing 
round five pylons arranged in a 
square and getting back as quickly 
as possible. 
• Slalom Race - get airborne, go 
round four pylons in a criss-cross 
manner and in a set pattern. 
• Ribbon Cut - take off, fly 
through two gates, cutting the ribbon 
suspended between them as you 
pass through. 
• Inverted Ribbon Cut - same as 
above but you fly upside down, 
which means your pitch controls are 
reversed - a special challenge. 
• Ribbon Roll - pass under one 
gate, perform a 360 degree roll 
before passing under the second gate 
in level flight. 
• Under Ribbon Race - pass 
under three gates in sequence, this 
time without cutting the ribbon. 
• Looping Under Ribbon - a 
difficult one this, fly through the 
gate, then do a loop over the gate. 

As you come out of the bottom of 
the loop, you must go under the gate 
again. 
• Spot Landing - climb to at least 
2000 feet and try to land on exactly 
the spot marked on the runway. The 
further away you are the less points 
you get. If you don't land on the 
runway you've crashed! 
• Cuban Eight - most difficult of 
all; fly west through the west gate, 
do a half loop above it, followed by 
a half-roll on the descent, as you aim 
to fly through the east gate. And so 

Choose from a set 
of ten aerobatic 
events. 

Time and score are 
displayed 
after each 

event. 



it goes on until you've described a 
figure of eight - makes your 
stomach turn. 
• Flame-out Landing - similar to 
spot landing but you've got to land 
without using any power. 

If these set pieces aren't sufficient 
challenge for you, you can select 
your own course from six of the 

and finishing in one piece. You can 
get bonus points for flying in more 
difficult weather conditions. 

So how did it fly? Aerojet is very 
sensitive. You've got to keep 
constant control of the plane with 
your joystick, whilst keeping an eagle 
eye on the flight and engine 
instruments. Remember, most of 
these competitions are done very 
close to the ground which leaves 
very little margin for error. If you 
allow the engine to overheat, it could 

Set degree of difficulty and your aircraft's 
performance. 

FLIGHT CLEARANCE 

PILOT* 

tORf: 
HOME I 

STUDEHT PILOT 
emm eight 

damage it, and you might have to 
attempt a forced landing. 

Engine sound effects are good, and 
so is the accuracy of instrumentation 
except for the artificial horizon which 
sometimes displays the plane as 
banking, when you can see on the 
outside 3-D view and on the 
compass that the wings are level. 
This is irritating because you need 
this accuracy of information when 
you're looking sideways or 
backwards. 

Having completed all my events, I 
found Aerojet completely absorbing 
and very exciting. Moreover, for such 
a complex game, it's extremely good 
value for money. It's given me a 
taste for the aerobatic displays I 
used to do in the RAF - any 
vacancies in the Red Arrows? 

John Hutchinson 

This time cut the 
ribbon as you fly 
through the gate. 

Use your 
instruments to 
check speed, 
altitude and pitch. 

events described above. 

To score highly, you must complete Pass under the 
events as quickly as possible (except gates without 
landing events) but you do get y—, cutting the ribbon 
consolation points for flying correctly on the top. 

Landing is probably the most difficult part of 
Aerojet — fasten your seatbelt. 

o 



PRESENTS MIKE OLDFIELD'S 

TUBULAR BELLS • 

Richard O'Brien s 

EXCLUSIVELY 

CBM 128 

TAU CETI 
This all time classic is now available for the CBM 64/CBM 128. 
"If you only buy one game a year then buy Tau Ceti". 
COMPUTER & VIDEO GAMES 
"A highly original and complex space drama”. 
THE DAILY MAIL. 
AVAILABLE FOR: CBM 64/128 UK RRP £9.95 

AMSTRAD DISK128K UK RRP £14.95 
AMSTRAD TAPE 64K UK RRP £9.95 
SPECTRUM 48K UK RRP £9.95 

THE ROCKY HORROR SHOW 
A totally exclusive CBM 128 game available now. This 
super enhanced version contains more locations and totally 
new high definition graphics. 
"Looks good, sounds good and is very addictive - just like 
the show itself". 
COMPUTER & VIDEO GAMES CBM 128 U.K. RPP£8.95 

TUBULAR BELLS 
Released on the Nu Wave label. Tubular Bells is Mike Old¬ 
field's entire hit album set to an amazing light synthesiser. 
"Alternative entertainment at its best". 
ZZAP 
"Prepare yourself for an original computer experience. 
You've never quite seen or heard anything quite like 
Tubular Bells". 
COMPUTER 8c VIDEO GAMES CBM 64 U.K. RRP £7.95 

All three titles available in your local software stockist. 

■ 



Screen Scene 

SHOGUN 
Will news that Yamaha has befriended Suzuki 
really affect your progress? 

COMMODORE 
64/128 
VIRGIN 

Price: 
£9.95/cass 

Like all the other 
characters, you can 
walk around in VV 
mid-air. y 

Many of the current crop of oriental 
games, base themselves on the 
fascination we all seem to have with 
being able to drop someone at fifteen 
paces with a twitch of an eyelash. 

James Clavell's bestselling 'Shogun' 
novel released a few years back 
must bear the responsibility for much 
of the popular interest with Japanese 
culture. Shinto chic, you might call 
it. So it's funny that this adaptation 
should take its place very much at 
the back of the oriental games craze. 

Shogun, though, is not a fighting 
game, it's a yuppie game. It's all 
about making it to the top of the 
Japanese social scale - becoming 
the Shogun. To do this you will have 
to bribe, befriend, kill and coerse the 
other characters in the game. All you 
need is to gather twenty followers 
to become Show dog, but in a place 
like Japan trust is not easily won. 

Once the game is loaded you are 
given the choice of being any 
character in the game. Take my tip, 
be a samurai they're well 'ard and 
they're the key to the game. Then 
you're into it with only your wits for 
support to begin with. 

The first thing that struck me was 
all the pretty screens and the cutely 
drawn characters. Then I realised I 
could walk around in mid air and 
occasionally even through solid 
objects, just like you would in a 
typical maze adventure, just in fact 
like you did in Virgin's finest 
moment, Sorcery. It's then you 

"Mmm Iron Iht Mountains of Tears. 
Yog Fol tgwers 

' Tf* 

realise that they just can't shake 
that game off. 

Shogun isn't a maze adventure but 
it does use some of those 
parameters, and this destroyed some 
of the game's credibility for me. Not 
too much though, because, as you 
should know by now I loved Sorcery 
(on the Amstrad ahem). 

Another problem is one that I 

YamOwi SSIrieads Suxuhi 

W, 
Ytfi Fol1o««r* 

1 

l -r 

suspect you find in the book. You 
can't remember what and who half 
the characters are about. So when 
the screen scrolls up information 
about Lord Ishido surrendering to 
Samurai Suzuki you feel like running 
through the dramatis personae to 
find out what the hell difference this 
is likely to have on your career path 
to being Showdog. It's well worth 
making a few notes on who you run 
into, but I doubt if you'll find the 
information that gets flashed up is of 
much use, because it's too quick to 
digest as you're playing unless you 
pause the game frequently. 

You pause the game and make all 
your other decisions and actions with 
an icon system. There are ten of 
them at the bottom of the screen 
which allow you to take, drop, give, 
examine, order, pause, befriend, 
attack, yield and save to tape. No 
complaints here, they're all self 
explanatory and easy to use. The 
most important of these are the 
order icon which allows you, once 
you have influenced a character 
(befriend them, bribe them, or fight 
them) to tell them what to do. Get 
them to protect you and do your 
dirty work. 

Taking and dropping allows you to 
pick up many of the items you'll find 
along the route. Shields and priest 
wheels all have their uses as does 
fish, saki and cherries which 
replenish your strength. You'll also 
find money scattered around which is 
useful for bribing people. 

Shogun really has to stand and fall 
on its character interplay and this is 

really where its fault lies. Although I 
found it amusing at times to do all 
this wheeling and dealing I was 
never quite sure if it was getting me 
anywhere. Your only visible sign of 

Tb« S*w*H«*t V'amxS.a* 

mm v*8 ■§ 

Text above the set 
inform you of 
your location. 

this is your follower count which 
tends to fluctuate. 

I befriended Lady Yotaka in one 
game, thinking it was wise move 
only to have the miserable old cow 
turn on me thirty seconds later and 
do me in! 

In all the time I played I never 
exactly shone in the popularity 
stakes. Some would say this is grim 
realism I'm sure, but I was bribing, 
befriending and killing people left 
right and centre. Clearly you don't 
get to be a Shogun being a 
workhorse. 

Strategy games of this type have 
something of an unpredictable appeal. 
But I liked the mood of the thing, 
though sometimes I felt that I was 
getting in to a stalemate. 

Mike Pattenden 

Graphics 

Sound 

1 2 3 4 5 6 7 8 9 10 

1 2 3 4 5 6 7 8 9 10 

Toughness 1 2 3 4 5 6 7 8 9 10 

Endurance 

Value 

1 2 3 4 5 6 7 8 9 10 

1 2 3 4 5 6 7 8 9 10 Overall 

0 
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COMPARE BEFORE YOU BUY DON’T TAKE A CHANCE 

OVER 40 
^ PRINTERS ON 
DISPLAY—MOST ON 

DEMONSTRATION 

LONDON’S LARGEST DISPLAY OF PRINTERS MONITORS 
COMPUTERS AND PERIPHERALS 

London-slarqest Computer Shop 
w ”11 Superscript and Superbase Bargai 

London ^AMIGA Centre 
Hi-Voltage carries the largest range of Amiga 
hardware and software. Personal callers are 
invited to call in for a demonstration while our 
efficient mail order department will be pleased to 
despatch throughout the UK and Europe. 

STOP PRESS 
2Mb RAM upgrade cartridge 5S22'2*j 
□elux Paint plus Delux Print.£229.95 
V.I.P. Professional Lotus 123 clone inc 

spreadsheet, WP and Database.£199.95 
Aegis Animator graphics plus 

animation package. £119.95 
Send now for our full Amiga price list. 

Superscript and Superbase Bargains 
1. Superscript 64 Normally £69.95 OUR PRICE E49.95 

our price £59.95 
our price £99.95 

4. Superscript 128 Normally £89.95 OUR PRICE £74.95 
5. Supersbase 128 Normally £99.95 OUR PRICE £74.9 
6. Superscript 128 and Superbase 128 

2. Superbase 64 Normally £99.95 
3. Superscript 64 and Superbase 64 
Normally Cl69.95 

Normally £189.90 
our price £134.95 

Bargain Software Packages for C64/C128 
_ . — . £39.95 

£29.95 

1. Education Pack 8 0-level cassette programs. 
Normally £79.40 . ^ ,,, 
2. Infocom Adventure Pack 6 famous diskprograms: Zork I. ^ppR1CE 
Deadline, Starcross and Suspended. Normally £71.70 OUR PHiut 
3. Games Cartridge Pack 6 CBM classic games cartridges_ r4Q gg 
Normally £59.70 „ p OUR PRICE 
4 Disk Programmer Pack Includes Intro to Basic Part 1 S. c, 
assembler tutor and programmer ref guide (book). niiDooiPF £24 95 
Normally £74.95 ^ 0UR*”'C 
Save an extra £5 on any package if purchased with hardware over £15U. __ 

ALL PRICES INCLUDE VAT 
EXPORT 

Contact our specialist export department on 01-686 6362 

CBM 64 
CB4 Computer.£159.95 
C64Comp. + music keyboard pack... £319.95 
C64 Compendium.£189.95 
64 Music System Expander Pack.£145.95 
1541 Disk Drive.£164.95 
C2N Data Cassette .£34.95 
Philips 1114 Colour TV/Monitor.£199.95 
Philips 7502 Green Monitor inc cables. £94.95 
Modemfor64or128.£59.95 
Mastertronic Ski Writer WP.£14.95 
Currah Speech Synth....£19.95 
Konix Speed King Joystick.£12.95 
Tasword6480col WP.£19.95 
Activision Music Studio.£19.95 
CBM Sound Sampler.£69.95 
WigmoreMS2000 Mouse (cass).£57.95 
Graph Pad II Graphics Tablet.£59.95 
CBM Music Maker 1 Keyboard.  £9.95 
Final Cartridge.£44.95 

CBM 128 
C128Computer.£259.95 
CBMC128Compendium.£289.95 
Cl 28/C2N/MusicPack.£439.95 
C128D Computer inc Disk Drive.£499.95 
Cl 28D inc Disk Drive + Monitor.£599.95 
Cl 28D inc Disk Drive + Monitor + 

MPS1000 Printer + micro clerk ... £899.95 

1571 Disk Drive.£259.95 
1901CRGBColour80ColMonitor .. £289.95 

Philips 7502 green monitor inc cables. £94.95 
Script 128 Word Processor.£49.95 
Micro Clerk Accts/WP/D. Base/Calc.. £99.95 

PRINTERS 
MPS 803 Dot Matrix.£149.95 
MCS801 ColourPrinter.£199.95 
DPS 1101 DaisyWheel.£279.95 
MPS 1000 NLQ Dot Matrix.£274.95 
Star NL10CNLQ Dot Matrix.£279.95 

Seikosha SP1000VC NLQ Dot 
Matrix. 

IbekCBM/CentronicsI/F.£69.95 

EXCLUSIVE OFFER 
CBM 1520 Colour Printer Plotter, 
NLQ, Graphics, 4 Colours 

£79 .95 inc VAT 
SOFTWARE —SOUTH 

LONDON’S LARGEST RANGE 
OF COMMODORE PROGRAMS 
Many discounted titles for 
CBM 64, Plus 4, C16, VIC 20, 
Cl 28 

CBM PC CENTRE 
PCIOmono £999+vat 
PCI 0 colour £1399+vat 
PC20 mono £1299+vat 
PC20 colour£1699+VAT 
All PC's inc FREE: 
• Micro Pro 'Easy' WP 
• Installation 
• V2 hour Hot Line Support 

SUPERDISKS per box of ten 
Add 80p for PSP per order 
BASF 5W' 
3M5V4" 
VERBATIM 5V4" 
DYSAN 5V4" 
TDK 5V4* 
SONY 3 Vs"  

SSDD DSDD SS96TP1 DS96TP1 

40TR 40TR 80TR 80TR 

£11.50 £18.20 £20.00 £22.00 
£15.50 £22.50 £22.90 £27.50 
£14.00 £17.50 £17.50 £22.90 
£15.80 £20.70 £20.70 £27.50 
£18.30 £18.70 — £33.90 
£26.30 £37.80 MAXELL 3” P.O.A. 

PRINTER RIBBONS Single prices, deduct 10°/ofor5+ 
Brother HR15MS . 
Brother HR5C... 
CBMMPS8D1 ... 
CBMMPS802... 
CBMMPS803... 
CBMMPS1000. 
CBMMCS801 .. 
CBM 1525. 

£6.50 
£3.40 
£7.90 
£7.50 
£4.50 
£4.60 

£21.50 
£5.20 

CBM1515 . 
CBM 1526. 
CBMDPS1101 MS 
CBMDPS1101 SS . 
CBM4022. 
CBM4023. 
Daisystep2000 .... 
Epson MX/RX/FX 80 . 

£5.20 
£7.50 
£4.40 
£2.20 
£4.00 
£7.50 
£4.50 
£4.00 

Epson 100 Series.. 
KagaKP810. 
Mannesman MT80 
SeikoshaGP100... 
Seikosha GP700... 
SeikoshaSP1000VC.... £8.90 
ShinwaCP80.£7.50 
StarSGIOC.£2.20 

£5.20 
£6.80 
£7.50 
£5.20 

£21.50 

Mail Order + Export + Trade Hot Line Phone 01-686 6362 
Delivery by Securicor (4 day) please add £5.75 per item. 
Delivery by Securicor 24 hour please add £9.95 per item. 

Send off or order by 'phone quoting your Access, Visa No. ’Phone 01 -686 6362. 
Immediate despatch on receipt of order or•chequeclearance. Or Telex your order on: 
946240 Attn 19001335 EXPORT CUSTOMERS SUPPLIED TAX FREE._ 

ILSO MAST RANGE OF DISK DRIVES, JOYSTICKS, DISK BOXES, INTERFACES, SHEETFEEDERS, ET 

53-59 High Street, Croydon, Surrey CRO1QD. Tel: 01-6813022 

Dninoc nnrrpnf. at". OnnV date. Snhiect to channe without notice due to currency fluctuations fttc. E, SQ.E.. 
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# Cheapos 

To lure the bull nearer to you, you 
may wave the cloak. But this gets 
him real mad! If you wave it enough 
the bull will scrape his foot across 
the ground before hurtling towards 
you at high speed. 

Dodging el torro is easy enough but 
if and when you are caught you may 
not get away for the bull seems to 
take great pleasure in tossing you 
about like a rag doll and then 
crushing you like a grape. When this 

◄ You won't be proud 
to see your name 
on this screen. 

Graphics 

Sound 

Toughness 

Endurance 

Value 
8 
Overall 

COMMODORE 
64/128 

FIREBIRD 
Price: 

£1.99/cass 

Try to stay on the 
bull for as long as 
you can without 
getting tossed like' 
a pancake. 

RAGING 
Ole! Fancy being England's answer to 
El Cordoba? You do? Then now's 
your chance with Firebird's latest 
cheapo offering, Raging Beast. So 
grab your cloaks you micro matadors 
and here we go. 

When the game has loaded you are 
presented with an impressive screen 
showing a matador bravely tackling a 
fierce bull. Underneath is proclaimed, 
"El major de la plaza", which, I am 
reliably informed, means The King of 
The Ring. And how pleased I was 
when my name was proudly slotted 
into one of these screens only to be 
told that this one meant The King of 
the Hospital. 

The actual game is quite tricky to 
get the hang of, but being a cool 
dude, I was soon defeating those 
steak sandwiches by the dozen. And 
before anyone boycotts this game 
because of cruelty to animals don't 

BEAST• 

happens, out come the stretchers - 
looks like your matador days are 
over. Oh well, there's always the 
next game! 

Sometimes, (only sometimes mind 
you) the bull feels generous and lets 
you up, or even accidentally knocks 

▲ The bull looks on smugly as they carry you 
off on a stretcher. 

bother, there just isn't any. 
The object of the game is to dodge 

the bull with the aid of your trusty 
red cloak earning points and surviving 
until a ring is thrown from the crowd 
which you have to place around the 
bull's neck. This may sound easy but 
with five hundred pounds of beef 
chasing after you, believe me, it 
isn't. 

you onto his back. And you can earn 
some extra points by staying on as 
long as possible. 

After taking a bit of a bashing on 
Raging Beast I desperately wanted 
to beat the first bull. Neither 
graphics nor sound are spectacular 
but Firebird must score full marks for 
originality and value. 

Ferdy Hamilton 



◄ 
When the 
going gets 
tough reach 
for your 
machine gun. 

found them) include stun guns and 
stun grenades and can be brought to 
bear with the fire button while 
standing still. 

To help you, a large part of the 
screen is used to display icons 
showing your current actions. A side 
elevation of the whole building can 
be called up at anytime and a 
flashing spot indicates your position. 
Getting around is still a problem 
though, certain lifts only go to 
certain floors and you might well be 
attacked whilst waiting for one. 

The game concludes when you 
have freed your friend and escaped 
via the subterranean river by which 
you first entered the building, and 
your score depends on how many 
answers and photographs you get. 

At first, I was impressed with the 
game and, as a technical 

COMMODORE 
64/128 
NEXUS 

PRODUCTIONS 
Price: 

£9.95/cass 

Digitised faces A 
enable you to 
identify friends 
and enemies. 

NEXUS 
It arrived in one of the most 
ridiculous packages I've ever seen, 
looking something like a squashed 
hand-grenade! Would l.find explosive 
action inside? Read on .... 

You play the role of a journalist 
working on the Clarion newspaper. 
Your editor tells you: "A friend of 
yours was investigating a drugs 
racket in Colombia. We've just heard 
he's been kidnapped by the drugs 
baron. I want you to go down there, 
get him out and get me a scoop 
story." 

The game is set within the drug 
ring's Colombian HQ, a massive 
complex of rooms, lifts and 
passages. N.E.X.U.S. is an 
undercover group trying to break the 
drugs ring from the inside, and will 
supply you with vital skills, weapons 
and information. The top fifth of 
your screen shows the section of 
corridor or room you are currently in, 
and all the action takes place here. 
Beneath is a plethora of message 
panels, direction indicators, pictures 
and maps. 

The game strategy is a classic 
'search and solve' type, with a bit of 
kung fu style fighting. The 'search' 
part is very reminiscent of Impossible 
Mission: turn to face a fitting or a 
piece of furniture and you search it 
for clues. The briefing manual 
contains 32 questions, the answers 
to which are split into four parts and 
scattered about the building. When 
you have collected some information, 
you will need to find an editing 
terminal to read the answers, and a 
transmitting terminal to send the 
answers back to your editor. 

Once you have found a camera, 
you can also photograph rooms and 
people and transmit these back for 
extra points. The personnel terminals 

can be used to examine the files on 
any of the Nexus agents, and you 
can match their photo to their 
particular skills such as forgery or 
armaments. 

While in a corridor, you will meet 

up with guards who will try to stop 
you, unless you have a valid pass. 
Nexus agents are recognisable by 
their pictures which appear on the 
screen while the character is in 
sight. 

All your movements are controlled 
by the joystick, and the control 
system is rather complicated. You 
can walk, run, do forward and 
backward rolls, flying kicks and 
punches. Weapons (when you've 

achievement, I still am. Having said 
that, the actual game-play is 
pathetically repetitive. Most of the 
corridors look the same and the 
rooms are all similar. The main tasks 
of searching quickly became a bit of 

a drag, as did the guard's relentless 
attempts to beat you unconscious 
and imprison you! Some of the 
messages that appear on the screen 
are so small, they're almost 
impossible to read on a tv set, and 
although the other characters can 
talk to you, your total vocabulary 
consists of 'Get lost!' This is 
supposed to be a greeting! No 
wonder the guards don't seem to like 
you .... Fred Reid 
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o commodore 
VISA 
VisastarXL8 64 . £79.95 
VisastarXL8128 . £99.95 
Visawrite Classic 128 . _£®9£5- £79.95 
ANAGRAM 
Purchase Ledger 64 . £ZfcW £49.95 
Sales Ledger 64 . SJMXT £49.95 
Stock Control 64 . £7fcOT £49.95 
Cashbook 64 . £J&Wr £49.95 
MICRO SIMPLEX 
Accounts 64 . iUTWKT £99.95 
PRECISION 
Superscript 64 . £49.95 
Superbase 64/H-4   £99r95- £59.95 
Superscript 64 & Superbase 64 . £99.95 
Superscript 128 . £83*95- £74.95 
Superbase 128. JMSSr £74.95 
Superscript 128 & Superbase 128 . £189£5* £134.95 

COMMODORE 
Future Finance (Planning Package), Disc . £75.Off £17.95 
Easyscript (Word Processor), Disc . £75.09- £24.95 
Easyspell . £50 00- £19.95 
Simons Basic Extension, Disc . £39.06- £12.95 
Commodore 64 Programmers’Reference Guide . £9.09- £7.50 
Practicalc II — Advanced Spreadsheet with 

Database/Word processing facilities, Disc . £60.09- £49.95 
Logo (Educational Language), Disc .3d Off- £9.95 
Practicalc (Spreadsheet), Tape . £39.06- £9.95 

AUDIOGENIC 
Swift Spreadsheet 128, Disc. — £24.95 
Wordcraft40 (Word Processor), Cartridge . £9° 9f- £24.95 
Magpie (Database), Cartridge & Disc . £89.06- £24.95 

HANDIC 
Easycalc (Spreadsheet), Cartridge . £49 96- £14.95 
Diary, Cartridge . f?9.f>fr £9.95 

PRACTICORP 
Inventory (Stock Control Package), Disc . £?3.06- £14.95 

MICRO CLERK 128 
Accounts Package . £99.95 
Purchase Ledger* . £99.95 
Sales Ledger* .£99.95 

*OFFER PRICE - IF PURCHASED WITH ACCOUNTS PACKAGE £69.95 

COMMODORE PRINTER OFFERS 
MPS 801 Dot Matrix Printer . £129.95 
MPS 803 Dot Matrix Printer with Tractor Feed .£169.95 
DPS 1101 Daisywheel Printer . £299.95 
Including FREE Easyscript Wordprocessor and 
Easyspell Spellchecker. 

TROJAN CAD MASTER LIGHT PEN OFFER 
The Trojan Cad Master package combines a top quality light pen with 
superbly designed graphics software. 

The extensive command menu includes freehand draw, Paint, Fill, Geometric 
shapes, etc., combining to create an easy to use but surprisingly 
comprehensive Graphics Package — undoubtedly representing the best 
value package of its kind. 

_£1$«95■ £16.95 

PERIPHERALS 
MS2000 Mouse Tape X64r90" £57.95 
MS2000 Mouse Disc _£68r40- £59.95 
Final Cartridge 
Tape-to-disc and utilities cartridge £45.00 
Commodore MPS 803 Tractor Feed £24.95 
New Commodore 64/128 Modem £79.95 
Music Maker 128 Keyboard & Software £29.95 
Music Maker 64 Keyboard & Software £19.95 
Condrum Digital Drum Synthesiser £29.95 
MPS 801 & 803 Printer Ribbons £5.95 
Box 10 Commodore Compatible Discs £10.95 
Currah Speech 64 £19.95 

8 Channel Sound Expander £99.95 
Sound Studio Software £14.95 
5 Octave Keyboard £79.95 

£19*85 

Complete Package Price £149.95 

COMMODORE 1571 DOUBLE-SIDED DRIVE . £269.95 
COMMODORE 1901 COLOUR MONITOR ... £299.95 
Phillips 64/128 Green Screen Monitor . £87.95 
Commodore 1900M Green Screen Monitor .... £99.95 
Commodore 1541 Disc Drive . £169.95 
Commodore 128D . £499.95 
Commodore MPS 803 Printer with 

Tractor Feed . £169.95 
Commodore 128 . £269.95 
Commodore 1570 Drive . £199.95 
Commodore 128 & 1570 Drive . £449.95 
Commodore Compatible Data Recorder . £24.95 
Commodore MPS 1000 CBM/Centronics 

Printer . £249.95 
Citizen 560P 2-colour Dot Matrix Printer, 

Fully Commodore Compatible . £49.95 

PRINTER RIBBON OFFER 
MPS 801,802,803 & 1000 RIBBONS . £5.95 

DPS 1101 M.S. RIBBONS . £3.50 
BUY 4 AND GET ONE FREE! 

ALL PRICES INCLUDE V.A.T 
r 

Please add Cl .00 towards carriage and packing on any software order. 
Hardware orders add Cl .00 under £60.00 value, and £5.00 over £60.00 value. 
To order, either send cheque/P.O. with coupon or ring (0533) 57479/21874 with 
Access/Barclaycard number. 

Send to: Dept. No. CU7, Dimension Computers Ltd., 
27/29 High Street, Leicester LEI 4FP. 

Item Quantity Price 

TOTAL 

PERSONAL CALLERS AND EXPORT ENQUIRIES WELCOME. 

ALL OFFERS STRICTLY SUBJECT TO AVAILABILITY. 

Name: .. 

■ Address: 

| Telephone: . 

I PLEASE ALLOW 7 DAYS FOR DELIVERY 
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64/128 
C.R.L. 

Price: 
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Targetting a 
Control Tower. 

Here is a shoot 'em up all dressed up 
with fantastic graphics that are 
absolutely rivetting to play. What I 
mean is, I like it. 

It goes like this. Colonists from 
earth arrived on Tau Ceti in 2050 
a.d. and lived there happily for nearly 
a hundred years until a viscious 
plague called Encke's Syndrome 
ravaged the planet and forced the 
survivors to flee. 

Back on earth scientists were busy 
beavering away on Encke's and 
managed to come up with a cure. 

The surrounding colonies on Alpha 
Centauri and Beta Hydri were cleared 
of the disease but Tau Ceti posed a 

more difficult problem. 
The fleeing colonists did not de¬ 

activate Tau-Ceti Ill's defence 
systems in their haste to get away 
from the planet. So these robot 
systems ran amok on Tau Ceti after 
the colonists fled and killed a landing 
party from Earth who had been sent 
in to retake the planet. 

A full scale invasion was 
considered too costly to mount and 
the defence systems on Tau Ceti 
were, in any case, capable of 
resisting this if they needed to. 

The only way Tau Ceti could be re¬ 
colonised was to send in a single 
armed Ground Skimmer to shut down 

the Fusion Reactor in the planet's 
capital city, Centralis. 

Cue you, your 64, and your copy 

of Tau Ceti. 
Right from the opening screen you 

know you're playing a game that 
somebody somewhere put a lot of 
effort into. The attention to detail is 
impressive, especially on the metallic 
looking view from the cockpit. 

Type 'Launch' and the sliding doors 
open to release the Skimmer into Tau 
Ceti's inhospitable, desert terrain. 
First thing you notice are the 
buildings are all valuable assets and 
your employers, Gal-Corp, will have 
to fund the construction of new 
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The 
Skimmer 
blasts its 
Anti Missile 
Missiles 
with just 
0.4.36 
minutes to 
Sunset. 

dwellings out of next year's budget 
once the planet has been stabilised. 

Equally impressive in the graphics 
department are the Skimmer's many 

controls. Your Equip function allows 
you access to a building repair, 
refuelling and rearming facility - 
pretty useful this as those droids will 
give your Skimmer a battering. 

The extent of damage to your ship 
is given to you when you request a 
status report. The information on 
your location and your ship appears 



# Screen Scene 

Preparing to enter a Civilian Supply Centre — 
might be something useful in here. 

in the window at just below your 
main cockpit view. An on-screen Pad 
allows you to make notes of 
anything of interest that you think 
may help you. New Pad selects a 
fresh page in the note pad. 

Most impressive of all these 
controls is the map of the planet 
showing information about all the 
cities on Tau Ceti. 

The Skimmer is highly armed with 
a single mounted laser operated by 
the joystick. A simple blast-as-you- 
pass type gun. 

But there's other more 
sophisticated weaponry as well; like 
the Anti Missile Missiles (AMM's), 
Starlight Flares, Infra-red night 
sights, Scanners, Planetary 
compasses, and a Command 
Computer. 

You have so much at your disposal 
that it tends to give a false sense of 
security, a feeling that there is 
nothing you couldn't cope with. 
Which is definitely not the case 
because even though you have 
several computerised controls you 
will still need to think and react 
quickly if you are going to succeed. 

Understanding how to use all your 
equipment is essential in Tau Ceti. 
Everything works and serves an 
important purpose. 

the Skimmer can operate at 
ground level as well as flying, under 
joystick control, across the planet. 
When in ground mode you are in 
direct contact with the Skimmer's 
computer via a terminal. 

The scanner shows 
several buildings 
ahead and you can 
see them too from 
the Skimmer's 
cockpit. 
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As you travel the planet you will 
notice some impressive graphics. A 
far off star disappears slowly beyond 
the horizon as Tau Ceti spins through 
one of her hour-long cycles. 

A shooting star or possibly an 
interplanetary vessel drifts by slowly. 

The objective is to get inside the 
Main Central Reactor on Centralis. 
You will need to assemble a cooling 
system with rods you have found by 
searching the various buildings of the 
Tau Cetan cities. 

Actually getting inside the buildings 
takes a bit of doing as well. 

You have to watch for their 
characteristic flickering air lock and 
then fly in slowly. 

Once inside, you're automatically 
returned to ground mode and you can 
begin to explore the building. Typing 
Look will show you a view of the 

Graphics 
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Toughness 
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Value 
8 
Overall 

interior and any useful items that are 
to be found there. 

It is important to be able to 
identify the various buildings. Some 
of these are Jump Pad terminals - 
Tau Ceti's futuristic underground 
system. 

You can use this for hyper spacing 
to other cities. It's a little dangerous, 
though, as native 'Sand Hoppers' 
tend to congregate around the exits 

to Jump Terminals causing collisions. 
Some of the other distinctive 

looking buildings are Civilian Supply 
Centres, Military Supply Centres, 
Fortresses, Control Towers, 
Substation Reactors, and your main 
target, the Main Central Reactor 
itself. 

The robots are massive building-like 
structures themselves - deadly 
Hunters Mark I, II, and Ill's. 

I actually enjoyed the combat with 
the Hunters. Although you are 
advised by Gal-Corp not to damage 
the buildings nobody said anything 
about the droids. If you like a good 
shoot 'em up you can be as happy 

as Larry, skimming the planet and 

Screen 
Star 

blasting them, like a Blade Runner 
(Sorry to bring that up CRL). 

I enjoyed the story line of Tau 
Ceti. It was refreshingly original but 
the same cannot be said of the game 
design. It borrows heavily on lots of 
games that have gone before. It's 
got a bit of Elite, a bit of Quake 
Minus One, (well rather a lot of 
Quake Minus One, really) and all the 
controls and scanners that have been 
used in dozens of games. 

That said, it's a lot more playable 
than any of those games for my 
money, and, unlike Elite and Quake, 
you don't need to set aside a 
fortnight for an average game. 

CRL have totally redeemed 
themselves with Tau Ceti. After the 
chronic Blade Runner and awful 
Space Doubt it is difficult to 
understand how the same company 
can have such wide extremes of 
quality in their game catalogue. 

Now back to blasting Hunters. 
Eugene Lacey 

Playing The Game 



# Screen Scene 

GHOSTS AND GOBLINS 
How many games and adventures 
can you think of where a fair maiden 
is kidnapped and imprisoned by a 
nasty character only to be rescued 
by a young prince? The answer is a 
hell of a lot. The plot is standard 
folklore and goes back to legends 
like Orpheus and Beauty and the 
Beast down the ages to Superman 
and King Kong. Some of the stories 
are naff and some are classics. The 
same goes for computer games. 

Ghosts and Goblins falls into the 
classic variety of such 
implementations. It's a faithful 
representation of Capcom's coin op 
of the same name and Elite's second 
major arcade conversion of the year. 

Whereas Bombjack was flawed in 
several places Chris Butler, whose 
previous work on Commando was 
fine but nothing special, had done a 
great job packing all the elements of 
the original into the 64. 

The gameplay is straightforward. 
Scroll right across the screen fighting 
off the nasties until you reach the 
dragon's lair wherein your girl is 
incarcerated. Nothing new, nothing 
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original but furious joystick clenching, 
firebutton-stabbing action. 

You begin in a haunted graveyard 
where zombies rise up out of the 
ground like a scene from Spielberg's 
'Poltergeist'. From here on it's only 
you and your wits separating you 
from an early death. You have two 
lives. The first touch from a nasty 
makes you jump out of your armour 
the second touch reduces you to a 
pile of bones. 

If you fail, as you undoubtedly will 
many times, the game won't send 
you right back to the beginning. 
You'll start from a predetermined 
point along the way if you stab the 
joystick quickly. 

Chris has done well to squeeze all 
the elements in the arcade game into 
his conversion, but don't expect the 
whole game to be there. There's a 

COMMODORE 
64/128 

ELITE 
Price: 

£9.95/cass 
£14.95/disk 

Having made 
your way past 
the Ice Palace 
it's on to the 
mansion 
houses. The 
blurs are 
gremlins which 
swiftly attempt 
to hunt you 
down, diving 
out of the 
windows. 

The Ice Palace. A set of platforms to work your 
way around — guarded by goblins and man- 
eating plants. 

good seven or eight levels in the 
original but only four could be 
crammed into the conversion. 

From the graveyard you proceed 
onto level two, the Ice Palace. This 
is the best bit as you negotiate 
goblins and moving platforms and 
then proceed on to a house filled 
with nasty little gremlins which leap 
out the window at you. The final 
section is a house patrolled by great 
white trolls. 

At the end of each level you'll 
have to kill off Ikaaku, the 
gatekeeper in order to collect a key 
to move onto the next level. To come 
there's a selection of bats, fireball 
spitting icicles, demons and a 
particularly niggly bridge where 
flames leap up and consume your 
knight unless you're very sharp. 

The final challenge is the dragon 

that kidnapped your girly in the first 
place and it's autofire on (well it is 
for me) to break down the ten 
segments of the dragon's body. 

There's nothing special here, just a 
very good implementation of an 
excellent arcade game. My only real 
gripe is that I'd like to have seen a 
slightly larger character. The knight 
is only one sprite high, whereas the 

arcade character is huge. That's the 
limitations of the 64 as much as 
anything else. Though I suspect some 
day we will see ways of getting 
round this. There are people who 
have already found ways to use the 
whole of the screen and border, so I 
reckon it's only a matter of time. 
Meanwhile as long as the action's as 
good as this I'm not going to 
complain too loudly. 

Mike Pattenden 

The mansion house guarded by the large white 
giants. Make your way around the ladders 
killing each one. Several hits are needed to 
stop each one. Watch out too for the birds. 
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A RANGE OF PRODUCTS TO 
BRING MUSIC TO YOUR EARS 
WITHOUT BRINGING TEARS 

TO YOUR EYES 
COMMODORE 
MUSIC MAKER II 64 
10 preset sounds/easy 
play sequencer/rhythm 
backing/program your 
own sounds and effects. 
Comes complete with 
SFX songbook, music 
tutor, overlay keyboard 
and stickers. Normally 
£19 99 SYNDROMIC 
OFFER £9.99 

□ 
COMMODORE 
SOUND EXPANDER 
- Add Hi- Tech Digital 
FM synthesis to your 64/ 
128! Up to 8 channels of 
astounding FM sounds 
plus PCM rhythms. Auto 
accompaniment. Intro/ 
Outro, single finger 
chords, split keyboard. 
12 FM sounds, 12 
rhythms plus many 
demo and riff tunes on 
software. Normally 
£99 99 SYNDROMIC 
PRICE £84.99. 

n sb 

□ 
STEINBERG PRO¬ 
INTERFACE -MIDI IN/ 
THRU/2xOUT/Clock 
start/stop/click/Tape In/ 
Out £150.00 

□ 
JMS MINI MIDI Card 
INTERFACE - MIDI 
IN/2xOUT. Compatible 
with Steinberg/JMS/ 
Joreth/AMS/Digidrum 
software. Normal price 
£39 99 SYNDROMIC 
OFFER £29.99. 

□ 

COMMODORE 
MUSIC EXPANSION 
SYSTEM - Contains 
Sound Expander/61 
Note keyboard/plus 
Sound Studio program 
allowing step-time and 
real+time sequencing/ 
MIDI compatible plus 
screen synthesizer 
control panel for your 
own sound creation. 60 
preset sounds plus 
introduction to sound 
synthesis by Dave 
Crombie. Normal Price 
Cassette £ 149.99/Disk 
£159.99- 
SYNDROMIC PRICE 
» £139.99 

H £149.99 

□ 
COMMODORE 61 
NOTE KEYBOARD 
Plugs into Sound 
Expander Module, this 
attractive 5 octave 
keyboard with full size 
keys will extend your 
musicality. Normal price 
£79 99 SYNDROMIC 
PRICE only £69.99. 

□ 
COMMODORE 
SOUND SAMPLER - 
1.4 seconds sampling 
time/sampling rate 
20kHz/looping/visual 
editing/forward/reverse 
play/pitch shifting/echo 
feature with variable 
delay (20msecs to 2 
secsj/MIDI compatible. 
A great introduction to 
digital sampling. 
Normally £69.99 - 
SYNDROMIC PRICE 
£59.991 

n n 
□ 

STEINBERG CARD 
INTERFACE - MIDI 
IN/2xOUTonly 
£45.00. 

□ 
JMS RMS-2H MIDI 
INTERFACE - MIDI 
IN/TH RU/3xOUT/ 
Control In. Compatible 
with Commodore/AMS/ 
Joreth/Steinberg/JMS/ 
Digidrum Software. 
Normally £99.99 - 
SYNDROMIC PRICE 
Just £49.99. 

□ 
TRON DIGIDRUM 3 - 
There might be cheaper 
imitations but the 
Digidrum is the BEST! 
Real 'live' drum samples, 
easy visual 
programming and 
editing/51 patterns and 
10 songs in memory. 
New inter-active Editor 
allows you to mix 
samples together, 
perform a volume mix- 
down of the 8 samples 
in memory, change the 
envelope of any sample. 
Create your own 
custom kits (disk 
version). Over 30 
samples included on 
initial software with a 
further 100 samples 
available from the 
Digidrum library. This 
exceptional drum 
package normally costs 
£79.99-A 
SYNDROMIC MUSIC 
Summer special offer 
of £49.99 will get 
you drummlngl 

H n 
□ 

JMS 12 TRACK 
RECORDING 
STUDIO - 12 
polyphonic tracks, real¬ 
time entry, 7600 MIDI 
events, each track may 
be transposed, have 
separate MIDI channel 
assigned, looped, 
volume relative for each 
track, listed and printed, 
quantised from 1 /4 to 
1/32, editing on every 
track. Punch In, Mix 
down, tempo range 40- 
200. Easy to use - 
professional results. 
Normally £99.99 - 
SYNDROMIC 
SPECIAL £49.99. 

n □ 
STEINBERG PRO-16 
- The very best in MIDI 
software from Steinberg 
Research. Easy to use 16 
Track polyphonic 
sequencer. Complete 
clock, sync functions, 
Hyper-Quantize, input 
filter for pitch bend and 
after touch, MIDI Thru 
while recording, 
separate delay for all 16 
tracks and clock- 
outputs, MIDI 
songpointer, alternate 
output configurations. 
This system can be 
expanded to have a 
scorewriter and visual 
editor and the new Edit 
Kit allowing note and 
drum pattern editing for 
the Pro-16. This 
software runs through 
SIEL/JMS/Steinberg 
Interfaces. 
SYNDROMIC PRICE 
Pro-16 £100.00/Edlt 
Kit £30.00. 

n 
□ 

STEINBERG 
SYNCHRONISER 
only £40.00. 

□ 
AKAI ME30P MIDI 
Programmable Patch 
Bay - Having to change 
MIDI leads - getting 
confused? The ME30P is 
the answer to all your 
MIDI routing problems. 
Patching of signals from 
up to 4 MIDI units to a 
maximum of 8 MIDI 
sources. All patch data is 
stored in banks and you 
may recall up to 15 
different MIDI patches. 
Banks may be switched 
by MIDI program 
change data or 
footswitch and the 
ME30P is equipped with 
a function for checking 
the input and output 
connections. RRP 
£119.00- 
SYNDROMIC PRICE 
£99.00. 

□ 
AKAI ME10D • MIDI 
Digital Delay - Add 
digital delays/ADT/ 
Octave Shift to your 
MIDI keyboards with 
the ME 10D. Delay time 
is adjustable between 0 
and 1 OOOmsecs with a 
fully adjustable dynamic 
range. Raise or lower 
the MIDI signal by one 
octave - fatten up the 
sounds of your synths. 
MIDI IN/OUT/THRU are 
provided as well as 
Delay, Thru and 
Program functions. RRP 
£119.00- 
SYNDROMIC PRICE 
£99.00. 

□ 

TRACK STAR-A 
brilliant new program 
from Steinberg Research. 
An easy way to produce 
professional results from 
this incredible MIDI 
software. 8 track 
polyphonic real-time 
sequencer with Punch 
In/Out, auto-locate, 
auto record. Tape 
counter. Tape loop. 
Quantise, Double Speed 
plus 4 digital drum 
sounds, 4 demo songs, 6 
demo rhythms and a 
MIDI interface - 
SYNDROMIC PRICE 
only £70.00 

n □ 
JMS SCOREWRITER 
- Turn your Commodore 
instantly into a complete 
MIDI recording studio/ 
Sequence Chain/ 
Scorewriter with this 
complete EPROM kit 
containing the 12 Track 
Recording Studio with 
the ability to link a series 
of sequences from the 
12 Track together. 
Different tempos and 
time signatures can be 
linked, sound programs 
may be programmed 
allowing complex and 
varied compositions to 
be created. Added to all 
this is one of the finest 
scorewriters allowing 
complete printing in 
musical configurations 
to be printed out. Easy 
to follow with 
exceptional results! The 
normal price of this 
package is £339.99 - a 
once in a lifetime offer 
from SYNDROMIC 
MUSIC at just 
£139.99. 

□ 

Please Note: The above prices include VAT/Postage & Packing for the UK only! 

Name 

Address 

'Creative music for creative people' 
Overseas Postage Surcharge: 
Europe - Hardware £4.00/Software £2.00 
Elsewhere - Hardware £7.50/Softwart £4.00 

Please tick the product box that you are ordering and circle the 
appropriate disk or cassette logo so that we may process your order 
efficiently. Photocopy or tear out the entire page and return it with 
your payment to SYNDROMIC MUSIC, 35A Grove Avenue, London 
N102AS. 

Postcode 

TOTAL AMOUNT OF ORDER inc postage if applicable £. I enclose postal/money/ 
bankers order/cheque made payable to SYNDROMIC MUSIC to the value of £. 

(MB If ordering via ACCESS- 
Cy 1 Call 01 -883 1335 for immediate clearance. 



COMMODORE 
TITLES_ 

COMMODORE 64 SOFTWARE 

LAZY JONES £2.50 

BEACH HEAD £4.50 

SPELLUNKER £4.95 

JONAH BARRINGTONS SQUASH £3.95 

EMPIRE OF KARN £2.95 

HEROES OF KARN £2.95 

JEWELS OF BABYLON £2.95 

WHIRNURD £2.95 

DOUGHBOY £2.95 

GROGS REVENGE £3 95 

BOUNTY BOB £3.95 

ASSEMBLER 64 £3.50 

ROLANDS RAT RACE £4.95 

HERBERTS DUMMY RUN £4.95 

MATHS '0' LEVEL £2.95 

PHYSICS '0' LEVEL £2.95 

CHEMISTRY '0' LEVEL £2.95 

BIOLOGY 'O’ LEVEL £2.95 

IMHOTEP £4.50 

BLACKWYTCH £4.50 

MR WIMPY £4.50 

OMEGA RUN £1.50 

SWAG £1.50 

APPACHE RAID £1.00 

ASTRAL ATTACK £1.00 

SPACE PIRATE £1.00 

GILLIGANS GOLD £2.95 

ANDROID 2 £2.95 

CHINESE JUGGLER £2.95 

CODENAME MATT II £2.95 ADVANCE OF MEGA CAMELS £1.50 

SPYS DEMISE/SPY STRIKES BACK £2.95 SHEEP IN SPACE £1.50 

UP & DOWN £2.95 ANCIPITAL £1.50 

GREMLINS £2.95 ENCOUNTER £2.95 

TALLEDEGA £3.95 ZIM SALA BIM £2.50 

DIG DUG £3.95 WIZARD OF WOR £2.95 

DIG DUG (CART.) £5.95 PSYTRON £1.95 

VIEW TO KILL £2.95 PSI WARRIOR £1.95 

JET SET WILLY £2.95 SPY V SPY £2.95 

SUICIDE EXPRESS £2.50 ULTISNTH £3.95 

WILD WEST £4.95 BREDENS BASIC (DISC) £14.95 

MANIC MINER £2.95 PROGRAMMERS REF. GUIDES £3.95 

CHUCKIE EGG £2.95 SCOPE 64 £5.95 

CHUCKIE EGG II £2.95 AZIMUTH HEAD ALIGNMENT £7.50 

SCARABUS £4.95 INTRO TO BASIC PT. 1 £2.95 

HUNCHBACK £3.95 INTRO TO BASIC PT. II £4.95 

ARC OF YESOD £4.95 INTRO TO BASIC PT. 1 DISC £3.95 

DECATHALON £4.50 EASY FILE DISC £12.95 

FRANKIE GOES TO HOLLYWOOD £4.95 SPIRIT OF STONES DISC £4.95 

BLAGGER GOES TO HOLLYWOOD £3.95 ZORK 1 DISC £4.95 

COMBAT LEADER £3.95 ZORK II DISC £4.95 

JACK ATTACK £2.50 ZORK III DISC £4.95 

PYJAMARAMA/AUTOMANIA £4.00 STARCROSS DISC £4.95 

INTERNATIONAL SOCCER £4.95 DEADLINE DISC £4.95 

TOUCH TYPE BY COMMODORE £2.95 SUSPENDED DISC £4.95 

TONY HARTS ARTMASTER £2.95 HIGH FLYER DISC £2.95 

ARCADIA £1.00 EASY SPELL DISC £12.95 

GANDALF £1.00 LOGO DISC £5.00 

FLYER FOX £2.95 PILOT DISC £5.00 

TRASHMAN £2.95 FUTURE FINANCE £12.95 

TWIN KINGDOM VALLEY £2.95 MASTERMIND DATATAPES £1.OOeach 

ACTIVE COMPUTER LEARNING, 

BOOK & 4 TAPES £2.95 

COMMODORE 64 PACKS 
□ MR. T. PACK INC. 

MR. T's MEASURING GAMES, MR T's 

SHAPE GAMES, MR T's NUMBER GAMES 

£5.95 

□ COLLINS 4-8 YEARS PACK 
WHATS THE TIME, KNOW YOUR TABLES, 

FIRST NUMBERS £7.95 

□ COLLINS SOFTWARE PACKS 
RRP 30.00 
INC. PADDINGTONS GARDEN GAME, 

PADDINGTON & THE DISAPPEARING INK, 

PADDINGTONS EARLY VISIT_£7.95 

□ HILL McGIBBON PACK 
SPECIAL AGENT, BALLOONING, CAR 

JOURNEY £5.95 

□ IMAGINE PACK INC. 
COSMIC CRUISER, ZOOM, ZIP ZAP, 

ALCHEMIST, PEDRO, B.C. BILL £5.95 

COMMODORE MODEMS £49.95 

MICROSOFT MULTIPLAN £19.95 

P&P 7 Op all orders 
Overseas 75p per tape £2 50 per pack 

PLEASE STATE WHICH MACHINE 
GOODS ARE REQUIRED FOR 

24 hour ordering on (07331313870 

CAVELON £2.95 LONGMAN £2.95 

SPIRIT OF THE STONES CASS. £2.95 QUO VADIS £2.95 

B.J. BEARS GET READY TO READ £1.95 PENETRATOR £1.95 

B.J. BEARS GET READY FOR NUMBERS £1.95 FORT APOCALYPSE £2.50 

—LOGIC SALES LTD— 
6 Midgate • Peterborough Cambs • PEI 1TN 

dtom 1.99 
ALIEN ATTACK 
ANTI-MATTER SPLATTER 
ARCADIA 
ASTEROIDS 
BEWITCHED 
CARRIER ATTACK 
CATCHA SMATCHA 
CENTRO PODS 
COSMOMOIDS 
CRAZY KONG 
CRITTERS 
CYCLONS 
ENGLISH INVADERS 
FACE MAKER (TURBO) 
FALCON FIGHTER 
FANTASIA 
FROG 
FROGGER 
GALAXIANS 
GET LOST 
GRIDDER 
JUPITER DEFENDER 
KIDS ON KEYS (TURBO) 
LINE UP 4/REVERSI 
LUNAR RESCUE 
MAGIC MIRROR 
METAMORPHOSIS 

METEOR BLASTER 
MYRIAD 
NOSFERATU 
PAKACUDA 
PENNY SLpT 
QUACKERS 
RACE FUN 
RESCUE 
RESCUE FROM CASTLE DREAD 
SCRAMBLE 
SHAMUS (TURBO) 
SKRAMBLE 
STORY MACHINE (TURBO) 
SUBSPACE STRIKER 
TERMINAL INVADERS 
THE CATCH 
THE PIT 
TRADER 
TURTLE GRAPHICS (TURBO! 
VILLAIN 
WACKY WAITERS . 
WUNDA WALTER 
2.50 
GORF 
JUNIOR MATHS (3 TAPES) 
JUPITER LANDER 
LIGHTHOUSE 
MATHS I REVISION 
MONEY WARS 

MUSIC WRITER 
NURSERY SONGS 
PINBALL 
QUIZ MASTER 
SKY FALLING 
SPEED BINGO 

2.95 

LIMITli) 
'sWcii 

i Compatible with Commodore 
VIC 20, C64, 06, Plus 4, 028 
and C128D Home Computers 

ENGLISH LANGUAGE 
GAMES PACK 
INTRO. TO BASIC /2 
INTRO. TO BASIC /I 
MATHS (2 TAPES) 

3.50 
BLITZ 
DONKEY KONG __ 

2.50 - 
0 LEVEL BIOLOGY 
0 LEVEL MATHS 
0 LEVEL CHEMISTRY 
0/A LEVEL PHYSICS 

2.95 
ARROW OF DEATH 
CIRCUS 
CLIMB IT 
ESCAPE FROM PULSAR 7 
GNASHER 
GOLDEN BATON 

£49.99 
POST FREE 

GOLF 
HOPPIT 
LUNAR DECKING 
MANIC DEATH CHASE 
MUNCH IT 
OLYMPIADS 
PERSEUS AND ANDROMEDA 
RIG ATTACK 
SHOOT IT 
TEN LITTLE INDIANS 
TIME MACHINE 
WAXWORKS 
WIZZARD OF AKYRZ 

3.50 
DORK’S DILEMMA 
GREMLINS 
HULK 
Imayheh 
PETALS OF DOOM 
'spider MAN 

YCOON TEX 
lUACKY PAINTER 
XARGON WARS 
15.95 

IEACH HEAD 

1.99 liMlft 

To. AGF, Unit G, Ashgrove Industrial Park, Bognor Regis, West Sussex. 

Please send me__ nr r | 

I enclose my cheque/RO. for £ . Please jr^ 
make cheques payable to AGF Direct Mail Discount. I wish to pay by: 

i vi n i i.i i i i i i i i i i 
ADD 20P PER TITLE FOR PfcP 

NAME 

ADDRESS_ _ 

SIGNATURE 

STATE WHICH MACHINE 

CAMELS 
HELLGATE 
HOVVER BOWER 
LAZER ZONE 
3-D HYPERMATHS 
AFRICAN SAFARI 
ANKH 
ARCADIA 
ASK THE FAMILY 
ASTRAL ATTACK 
AUTOMANIA 
B C BILL 
BBC MASTERMIND 
BEAKY AND THE EGG SNATCH 
BIG BEN 
BIG TOP BARNEY 
BOOTY 
BREAK FEVER 
BURGER TIME 
CARRIER’S MENU (2 TAPES) 
CAVERNS OF SILCAHC 
CENTRO PODS 
CHINA MINER 
COSMIC CRUISER 
COSMIC CONVOY 
CRAZY KONG 
CRYSTALS OF CARUS 
CUDDLY CUBURT 
CYCLONS 
CYLU 
DAREDEVIL DENNIS 
DAREDEVIL DENNIS/FIONA 
DATA MUSIC 
DEFENDER 64 
ELECTION TRAIL 
EMPIRE OF KARN 
ESCAPE MCP’ 
FACE MAKER 
FAME QUEST 
FIRST MOVES (CHESS) 
FLYER FOX 
FRONT LINE 
GANDOLF THE SORCERER 
GEOGRAPHY 
GET OFF MY GARDEN 
GLUG GLUG 
GO MICRO 
GRAPHICS EDITOR 
GUZZLER 
HERCULES 
HEROES OF KARN 
JEWELS OF BABYLON 
KNOW YOUR I.9, 
LANCER LORDS 
LAZY JONES 
LET’S COUNT (2 TAPES) 
LIBERATOR 
MAGGOT MANIA 
MAZE MASTER (TURBO) 
MISSILE COMMAND 
MR. T.N.T. (TURBO) 
MURDER 
MURPHY 
ORACLES CAVE 
OSPREY_ 

PAINTBRUSH 
PARATROOPERS 
PATRICK MOORE ASTRONOMY 
PERCY PENGUIN 
PILOT 64 
PIT (TURBO) 
POOL HUSTLER (TURBO) 
POTTY PAINTER 
POTTY PIGEON 
PULSE 
PYJAMARAMA 
QUANGO 
RIDDLE OF THE SPHINX 
ROOTIN’ TOOTIN’ (TURBO) 
SIREN CITY 
SKYLINE ATTACK 
SMUGGLER 
SNAFFLE 
SPIDER MAN 
SPRITE MAN 
TALES OF ARABIAN NIGHTS 
THE PYRAMID 
TOKEN OF GHALL 
TROOPER TRUCK 
UNORTHODOX ENGINEERS 
VORTEX RAIDER 
WALLY GOES TO RHYMELAND 
WHEELIN’ WALLY 
WHERE’S MY BONES? 
WILD RIDE 
WORD WIZARD 
WORD WOBBLER 
WORLD CUP FOOTBALL 
ZETA 

2.50 
AH! CONDOR 
AQUANAUT 
AQUAPLANE 
FIRST NUMBERS 
GOODNESS GRACIOUS 
HARERAISER 
JINN GENIE 
KNOW YOUR TABLES 
MASTER KEY 
MOBY DICK 
NUMBER FUN 
0 LEVEL BIOLOGY 
0 LEVEL CHEMISTRY 
0 LEVEL MATHS 
0/A LEVEL PHYSICS 
PADDINGTON’S GARDEN GAME 
PADDINGTON’S EARLY VISIT 
PADDINGTON’S DISAPP. INK 
PURPLE TURTLE 
RENAISSANCE 
SAM’S JAM 
SKULL 
STELLA DODGER 
STING 64 
SUPER GRIDDER 
SUPER SCRAMBLE 
TABLE SUM 
WHAT’S THE TIME 

2.95 
A VIEW TO A KILL 
BEST OF PCW (25 GAMES) 
BOOGABOO 

CODENAME MATT II 
DESIGNER PENCIL 
DIG DUG 
DRELBS 
EMPIRE 
ESCAPE 
FALCON PATROL 
FRED 
GOLF 
GROG’S REVENGE 
GYROPODS (DISC) 
HENRY’S HOUSE VOL 2 
HENRY’S HOUSE VOL 1 
MASTER OF THE LAMPS 
MATCHMAKER 
MISSION 2 
MUSIC STUDIO 
OMEGA RACE 
PINBALL SPEC (CART) 
RADAR RAT RACE 
SCRAMBLE 
SEE SAW 
STAR RANGER 
SUPERBASIC 64 
TITANIC 
TOOTH INVADERS 
TRAFFIC 
WEB DIMENSION 

3.50 
BEACH HEAD 
BOUNTY BOB STRIKES BACK 
BOZO’S NIGHT OUT (DISC) 
CAESAR THE CAT 
CHUCKIE EGG 
CHUCKIE EGG II 
CLOWNS 
COMBAT LEADER 
DECATHLON 
DOUGH BOY 
FRIDAY THE 13TH 
FROGGER 
GILLIGAN’S GOLD 
GUMSHOE 
HUBERT’S DUMMY RUN 
HUNGRY HORACE 
INTERVIEW 
JAMMIN’ (DISC) 
JUICE 
LORDS OF MIDNIGHT _ 
ON COURT FOOTBALL 
ON COURT BASEBALL 
OUT BACK 
PASTFINDER 
ROCK ’N’ BOLT 
SCUBA DIVE 
SPACE SHUTTLE 
SPIRIT OF THE STONES 
TORNADO LOW LEVEL 
UP ’N’ DOWN 
ZEPPELIN RESCUE (DISC 
ZODIAC MASTER 

4.95 
ALIEN 
ANIMATED STRIP POKER 
BLACK WYTCH 
BLUE MAX 

*01110 c 

EUREKA 
EXTERMINATOR 
FORT APOCALYPSE 
HAMPSTEAD 
IMHOTEP 
JONAH BARRINGTON’S SQUA 
ON COURT TENNIS 
PANIC 
PSI WARRIOR 
PSYTRON 
STUNT BIKE 
TAPPER 
ULTISYNTH 
VALHALLA 
ZIM SALA BIM 

5.95 
ARCADE EXTRAVAGANZA 
BEAMRIDER 
BUCK ROGERS 
DEADLINE 
EASY SPELL 
ENIGMA FORCE 
FANTASY FIVE 
FUTURE FINANCE 
GHOSTBUSTERS 
HERO 
ON COURT BASKETBALL 
PITFALL 
PITFALL II 
QUAKE 
RAIL BOSS 
RIVER RAID 
SABREWOLF 
SCOPE 64 
SELECT 1 (12 GAMES) 
STAR CROSS 
SUPERMAN 
SUSPENDED 
TRANSFORMERS 
UNDERWORLDE 
VALKYRIE 17 
ZORK 1 
ZORK 2 
ZORK 3 

790 
ZORRO 

9.95 
F15 STRIKE EAGLE 

SEND FOR OUR 

FREE 
CATALOGUE 
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# Screen Scene 

SABOTEUR 
You've clubbed the 
guard senseless and 
you're now making 
your way up the 
warehouse. 

it's really necessary because there's 
a time limit. 

In fact the biggest single enemy is 
time, ticking away rapidly. You only 
have minutes to get the disk before 
the details get released and the rebel 
cause ends well and truly up against 
the wall. 

As you move around the converted 
warehouse you'll find various items 

The controls are easy to master 
and in fact the whole game is very 
comfortable to get along with. 
There's no fiddling around with 
obscure icons or attempts at 
needless complication. It's nice to be 
able to sit down and play a game 
after a cursory glance at the 
instructions. It also has a good 
degree of the atmosphere necessary 
to this kind of game. In fact this has 
everything the likes of Max 
Headroom lacked. 

My only real gripe is I'm not sure 
that there's quite enough to it. By 

COMMODORE 
64/128 
DURELL 

Price: 
£9.95/cass 

The hooded figure of Saboteur makes 
his entrance a little late in the day 
for a spy-style arcade adventure. The 
games-buying public are on the alert 
for poor imitation, prepared to catch 
out the fast buck makers. 

They may not be quite quick 
enough to track down Saboteur. He's 
pretty slick for a Spectrum 
conversion. Large, well animated, 
plenty of flash moves and an 
atmospheric building to explore. 

The task before him is pure hit and 
run. Infiltrate a high security building 
and steal a disk with details of rebel 
leaders contained on it before they 
are released to security stations. 
Then make your escape via 
helicopter. 

The odds are stacked against you 
in the shape of guards and nasty 
alsatians who snap at your heals 
draining your energy constantly. 

Neither these or the guards ever 

kill you outright. They'll chase you 
relentlessly around draining your 
energy. It's fairly easy to escape 
simply by dodging onto the next 
screen. If your energy is particularly 
low pausing will rebuild it to an 
acceptable level. Don't do this unless 

The start screen. 
Unlike the Amstrad 
version you don't 
cross the river in the 
boat. Boo hiss for 
laziness, Durell. 

that can be used to your advantage. 
The guards for example have been 
very careless about leaving knives 
and shurikens lying around. One other 
item it's essential you find is the 
bomb which is down in the sewers. 
Once you're carrying this though you 
can't pick up any of the weapons. 
Also useful are the computer 
terminals dotted around the place 
which give you access through doors 
when activated. 

It's a dead end go 
back and take a 
different route. Just 
in case you're 
wondering what the ◄ purpose of all those 
urns is, there isn't 
one. 

that I mean it's not very hard. Bar 
running out of time there's no reason 
why your saboteur should come to a 
sticky end amongst the dogs and 
guards. Hence I can see that once 
you've solved the game you may well 
struggle to find any further challenge 
to bring you back to it. 

Saboteur is not exactly a mammoth 
game. You only have to go up and 
across a few screens to reach the 
helicopter for example. The time limit 
is ninety-nine seconds and there's no 
reason why you shouldn't be able to 
do it in less. It's tight but definitely 
completable - especially if you take 
the easy option and go straight for 
the helicopter. 

Some random element would have 
been a good idea to incorporate, I 
feel. As it stands it's more Possible 
Mission than anything else. 

All said and done though, fair 
unpretentious entertainment. Nexus 
take note. 

Mike Pattenden 

Graphics 

Sound 

Toughness 

Endurance 

Value Overall 



# Screen Scene 

Olive waits for a 
big wet smacker 
but Popeye hasn't 
collected any 
hearts yet. 

COMMODORE 
64/128 

MACMILLAN 
SOFTWARE 

Price: 
£8.95/cass 

•POPEYE• 
If somebody had asked me for a 
good idea for a computer game, 
Popeye and his chums wouldn't have 
been at the top of my list. But 
Macmillan have this idea that Popeye 
is the most recognised cartoon 
around. 

The Macmillan game represents the 
second attempt to produce a game 
based on the muscle-bound sailor. 
Parker Toys produced a plug-in 
cartridge two years ago based on 
the Popeye coin-op. 

Thuggish Bluto 
patrols the street 
whilst Popeye 
cowers behind an 
upstairs window. 

This one was really disappointing. 
In it Popeye had to catch the hearts 
that were floating down amongst the 
platform structure where the game 
took place. It failed because it 
seemed to involve Popeye in too 
much running away from Bluto. 

Anyway, we all know that Popeye 
loves Olive Oyl, although why is 
anyone's guess. To prove his love for 
her he must collect 25 hearts which 
are randomly distributed around his 
home town. When he's dug them all 

out, he must deliver them to luscious 
Olive to get a big mushy smacker. 

This is not so easy - love never is 
(such wisdom - Ed\, since there are 
lots of meanies around town. The 
obvious one, Bluto, roams the High 
Street and for a thug he boasts a 
fair degree of intelligence. The 
others, which include a shark, a 
dragon and a flying witch, are much 
more predictable. 

Some hearts are placed behind 
closed doors, for which a key must 
be found, whilst others are placed in 
the path of the meanies. 

But wait, there's something 
missing. You guessed it: also placed 
around town are cans of spinach 
which give Popeye extra lives — no 
spinach and no more kisses for 
Popeye. 

The best feature of this game is 
the graphics, they could have 
stepped right out of the cartoon. 
Although the animation is a little 

blocky, the characters are large and 
move in a very realistic 'Popeye' 
way. Also, the scrupulous attention 
to detail impressed me - Popeye's 
wink is as good as ever. Ug, ug, ug. 

As well as moving from screen to 
screen, the characters can move in 
front and behind each other. They 
can also move in and out of the 
scenery. This gives the game a nice 
feeling of depth. 

But the game falls down on 
playability. Due to the size of the 
characters, Popeye is slow to react 
to the joystick, thus making the 
game very tough. But with a little 
perseverance, it all becomes very 
enjoyable. Nevertheless, another 
cartoon-based game fails to come up 
with anything beyond the standard 
'pick up' aardvark. A shame. Popeye 

fans should enjoy this game, but the 
rest of you better have a gander at 
it first in your local computer store. 

Colm Clarke 

Graphics 

Sound 

Toughness 

Endurance 

Value 

23456789 10 

23456789 10 

23456789 10 

23456789 10 

23456789 10 

6 
Overall 



Suitable for virtually ALL computers with 51/4” drives 
whether single or double sided. If a single sided drive, then you 
will be able to get twice the storage as you can flip these over. 

Specification:- 
These "bananas are reversible & 
double sided double density. This 
means that you can get TWICE the 
storage space with single sided 
drives, as these disks can he flipped 
over. They are of course perfectly 
suitable for double sided disk drives, 

POST to:- DISKING 
FREEPOST Liphook Hants GU30 7BR 

Tel: (0428 722563) 
Please rush me_boxes of bananas @ £>9.95 

per box (plus P & P at 50p a box) inc VAT 
Ten boxes or more - POST FREE 

Official Government orders welcome 
I claim my FREE ‘Go Bananas’ badge with 

every ten-pack 
All orders despatched in 4 hours 

exc VAT 
per ten-pack) 

and single density applications. Name 

Grown exclusively by:- 

DISKING 
FREEPOST 

Access 

VISA tel no: 
Liphook 1 MMg I enclose cheque payable to DISKING or please 

Hants. GU30 7BR : debit my Access/VISA card No:- 

Tel: (0428) 722563 (24hr Order hotline) Tf nmmrrn nlirrmri — rTTTST flAT.T, m 17 



Next month Richard 
Branson sets out with his 

Challenger II boat in a 
second attempt to win 

the coveted Blue Riband 
for the fastest crossing 

in a passenger vessel. To 
coincide with the record 
breaking bid, Virgin are 

releasing a game. It’s 
based on the boat’s 
voyage and Richard 

Branson’s whole business 
empire. Eugene Lacey put 

on his deck pumps and 
had a sneak look at the 

game. 

View from the cockpit. 
Watch out for ice¬ 
bergs. 

Richard Branson will need to 
leave home with a lot more 
than his American Express 
card when he sets off from 

the Ambrose Light, New York, in the 
£1.5 million Virgin Atlantic Challenger 
II in his second atempt to win the 
coveted Blue Riband for England. 

The cost of the boat is only a drop in 
the Ocean, so to speak, of the total 
cost of the attempt. As Virgin's Fiona 
McNeil put it: “We just keep on 
spending the money." 

The Virgin Mega-Store in Oxford 
Street, London, will be in permanent 
contact with Challenger as she 
crushes through the Atlantic where a 
specially constructed press suite will 
be dishing out free booze and up-dates 
on Challenger's progress to passing 
members of the press. 

Everything has been calculated to 
generate maximum publicity for the 
Virgin Group in the hope that this 
display of the best of Britishness will 
encourage you to buy more Phil Collins 
records, plane tickets to New York, 
pop videos, books, copies of Now 
Games, Shogun, Dan Dare and a sea of 
other Virgin products. 

July 4th has been chosen for the 
start which also happens to be 
American Independence Day and the 

day that President Reagan, by pure 
coincidence, will also be in New York 
harbour re-opening the Statue of 
Liberty after its year long closure for 
renovation. 

Challenger will need to average 45 
knots - that's 40mph to the likes of 
you and I - if she is to crack the 
current Blue Riband record of 3 days 
and ten hours. 

The Blue Riband is the accolade 
being chased by Branson and his six- 
man crew. It is the award for the 
fastest sea crossing of the Atlantic in 
a passenger ship - first won by the 
paddle steamer Great Western in 

1838. 

top of the screen with the Wheelhouse 
below with the rest of the 

instruments. 
Equipment is used by standing in 

front of it and pressing the fire button 
on the joystick. This will cause a 
window to open showing the controls 
of that particular piece of equipment in 

close-up. 
As the instruments and equipment 

are on different levels the game 
involves a great deal of dashing around 

the boat. 
The top of the screen will also show 

the time taken, fuel used, speed, and 
stress to the vessel. 

Through the cockpit window you can 

Section view — showing the main playing area 
of the game. 

Challenger 1 came within a whisker 
of clinching the Blue Riband last 
Summer and she would have done had 
she not hit floating debris just 138 
nautical miles from the 'winning post' 
at the Bishops Rock Light House just 
off the Scilly Isles. 

Screen layout 
The main play area is a cross section 
of the boat showing the cockpit at the 

see oncoming hazards such as 
icebergs, fishing vessels, and the 
refuelling ships with which you have to 
dock. 

Docking is a risky manoeuvre that 
can easily cost you the Riband if you 
do not line up the Challenger with the 
fuel ship correctly and approach at just 
the right speed. 

One thing the game designers have 
not been allowed to put into the game 
is the sinking of the Challenger and the 



# Preview 

loss of the crew. If you mess things up 
the game ends with a rescue. 

Playing the Game 
The game is divided up into the four 
separate legs of the crossing - 
following closely the planned event 
and the log of last year's attempt. 

The first stretch takes you to 550 

a whopping 1,000 mile stint. 
You will need to check your 

navigation hourly on this stretch of the 
'Great Circle' - as you head for your 
third rendezvous in the middle of the 
Atlantic ocean. 

The view from the cockpit is more 
difficult than before and there are huge 
'rogue' waves to contend with as an 
additional hazard. 

miles off the coast of Halifax, Nova 
Scotia. It's a busy fishing region so 
you will need to use the radar 
constantly to avoid colliding with 
trawlers. 

You begin with a near full tank of 
fuel even though you will only need 
approximately half to get you to your 
first rendezvous. 

The extra fuel on the first leg will 
enable you to go astray at the 
beginning of the game. There is less 
leniency the further you get. 

The second leg is much tougher. You 
will need the radar as you are 
travelling mainly at night. A full tank of 
fuel is required to take you to your 
next rendezvous at the Flemish Pass - 

The last leg should occur 
approximately sixty hours after leaving 
New York (if all goes according to 
plan). The main things to concentrate 
on will be the speedometer to make up 
for any lost time required to break the 
record. 

At no stage at sea is it wise to 
attempt to push Challenger too fast. 
This increases the stress on the boat, 
especially in adverse weather 
conditions, and may cause her to break 
up. 

Scoring is based on the miles 
covered in the time taken. Deductions 
are made for damage to the ship, 
running out of fuel, not eating, or 
neglecting Virgin business affairs. 

Realistic 
graphics 

Look after the 
engine and don't 

go too fast or it will 
over-heat. 

The programmers were given a brief to 
make the animation of Branson as life¬ 
like as the 64 could manage. To do this 
they have made his head fairly large (it 
can't get much larger - Ed\ to 
accommodate his broad smile and fair 
hair. 

One other Virgin Games character 

may make a starring appearance in the 
game if the programmers can find 
enough memory - the Laughing Shark 
who starred in all of Virgin's early 
game advertisements. Next month 
Screen Scene will have a full review of 
the Challenger game. 

continued over 



Steve Ridgway • 
organiser. 

■ the 

Peter Downie — had to 
pull out at the last 
moment due to a 
broken leg. 

Second time 
around 

Lessons learned from the first attempt 
have aided the design of Challenger II. 
The most dramatic innovation is a 
switch from the twin-hulled Catamaran 
design to a single, aluminium-hulled 
vessel. 

This will give Challenger II greater 
strength in the water and allow more 
room to tend the engines and 
instruments. 

The crew also discovered that the 
'Cat' really only performed well at very 
high speeds - in excess of 70mph 

Challenger will take the 'Great Circle 
Route' - the quickest way across and 
the one thought to involve the least 
dangers. 

From the Ambrose Lighthouse she 
will head north to the first refuelling 
point off Halifax, Nova Scotia. More 
fuel will be taken on board 200 miles 
East of Newfoundland before her final 
stop - a rendezvous with an Esso fuel 
ship in Mid Atlantic. 

At that point it's throttle up and 
seatbelts on for the home stretch - 
the dash to Scilly. 

The dangers 
Early July was chosen for the attempt 
because at that time the Atlantic is 
thought to be at its calmest. 

But there are still many perils to 
worry the crew. Although the threat of 
icebergs is thought to be lessened at 
this time of year there is likely to be 
fog coming off the Grand Banks near 
Nova Scotia and Newfoundland. Fog 
will make it difficult to see any 
floating debris or stray icebergs. 

The critical stretch is the most 
northerly 300 miles of the arc. As well 
as icebergs visible above the surface 
of the water there may also be deadly 
''growlers'' that float just beneath the 
surface. 

During this part of the trip the 

► 
Branson — 
hoping for a 
publicity 
boost for his 
businesses 
through 
winning the 
Blue Riband. 

Chay Blyth: 
"We are 
going for 

weather experts will be consulted 
constantly to find the safest route. 

Challenger has the most advanced 
monitoring equipment on board to help 
her avoid the hazards as well as back¬ 
up from Royal Air Force Nimrods on 
the northern stretch of the arc. 

Apart from the risks to the vessel 
from icebergs, fog, and freak storms, 
Challenger will have to stand up to the 
pounding from huge Atlantic waves. 
The force will be so violent that the 
crew will have to remain strapped into 
their specially-designed seats for much 
of the 2,949 mile trip. There are no 
cosy bunks aboard the Challenger. She 
has been built for speed with one aim 
in mind - winning the Blue Riband. 

Despite all the many dangers Cap'n 
Branson and his crew are confident of 

success. As Senior Crewman, ex round 
the world yachtsman Chay Blyth put 
it: ''We are going for it. With all the 
experience we gained on the previous 
attempt the odds should be on our 
side". 

Meet the Crew 
Challenger's eight-man crew are the 
typical mixed bag of individuals that 
these kind of one-off adventures bring 
together for once in their lifetimes. 

From the world of big business is 
Richard Branson - Challenger's 
skipper and the most famous person 
on board. 

His £300 million Virgin Group is now 
one of the largest leisure companies in 



# Atlantic Challenge 

because of the dozens of jobs he's had 
in boatyards and on ships. There's not 
much drifting about his life now, 
though, as he has become one of the 
elite band of boat designers whose 
services are sought by rich customers 

the world over. 
Steve Ridgeway is the organiser 

and master planner of the whole 
Challenger project. He is the least 
experienced member of the crew but 

Peter McCann — the MKL 
man from Tomorrow's 
World. 

Europe. Not bad for a 35 year old who 
left school at fifteen and started his 
business in an old church hall selling 
records by mail order. 

Second in command is Chay Blyth 
survivor of umpteen nautical 
achievements at sea. He was one of 
the first people to row the Atlantic, 
the first person to sail alone non-stop 
around the world in a westerly 
direction, voted yachtsman of the year 
in 1971, and winner of the Round 
Britain Race in 1978. 

Blyth is clearly delighted to be in the 
Challenger team saying: "With all the 
experience gained last year we think 
we can successfully gain the Blue 
Riband in 1986". 

Oddly named Dag Pike is 
Challenger's navigator. A bearded 

journalist from Stroud in Gloucester¬ 
shire, Dag is also an expert on the 
latest electronic navigational 
equipment. He has had plenty of 
powerboat experience navigating the 
'Dry Martini' powerboat to two World 
Championships. 

Peter Downie is the boat's 
troubleshooter and chief engineer. He 
was respnsible for fitting out 
Challenger I and training all the crew 
last year but didn't make the attempt. 
This time he intends to be aboard to 
sort out any problems with the boat as 
the occur. 

Sonni Levi needs no introduction to 
devotees of power boat racing. He is 
simply the world's greatest designer of 
the vessel. A string of race winning 
boats bear the Levi name. 

Levi's co-designer for Challenger II 
was 33 year old Peter Birkett from 
Brighton. The Challenger organisers 
describe Peter as a "High seas drifter" 

THE CHALLENGER II 
Overall Length 72 feet. 22.02 Metres. 
Width 1 9 feet. 5.82 Metres. 
Hull All aluminium, welded and glued to save weight. 
Engines Two MTUV1 2 396 TB turbocharged diesels each 
producing 200 HP at 2100 rpm. Engines mounted parallel 
aft of the cabin area. 
Fuel tanks Made to Ministry of Defence specifications with 
a revolutionary protective honeycomb cocoon. Capable of 
holding 6.26 tonnes of fuel. 
Range Challenger is capable of 860 miles at 2100 rpm — 
45 knots. 
Safety Equipment Buoyancy bags inflate in the event of an 
emergency and are designed to stop Challenger sinking 
entirely. Challenger also has inflatable rafts in the event of 
the flotation air bags not working. 

intends to make up for this by his 
determination. 'I really want that 
record', he told CU. 

The final member of the team but by 
no means the least important is 

Sonny Levi — 
Challenger's chief 'WW 
designer. 

Tomorrow's World presenter - Peter 
Macann. Peter will be recording the 
highlights of the crossing for the BBC 
- for a special programme to be 
screened later in the year. 

Peter Birkett — Co¬ 
designer. 

continued on p.31. ^ 



A A HEW TAPE TO DISK SYSTEM 
THE EXPERT CARTRIDGE - A NEW TAPE TO DISK SYSTEM FOR THE CBM 64/Ci28I^J 

AMOUNT OF DISK SPACE USED PER DISK 

X SIS VE»Y F.ST BV T„H 

„ KV?»S£«CSV CAB BACK ABB BUB « BESS TBAB 

30 SECONDS ...rHINE CODE MONITOR INCLUDES 

1% ^^%S!«AKSpiuS ALL THE USUAL MONITOR 

FUNCTIONS r'AQTRinGE FOB LOADING BACK 
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Although not the first, the f^^frlgafdless ofcolfEven foreign 
out-performs all other similar P 9 (hg expert s performance, 

products costing twice thewhen the expert cartridge 
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very little cost. 
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TRILOGIC 
Dept Z2 

MAILORDER 29HOLME LANE BRADFORD BD40QA 
CALLERS 329 TONG STREET BRADFORD BD4 9QY 

Tel 10274] 684289 

Spike Sparkler’s pick of 
the hits. Six Super Games 
~~~ at only £1.99 each- 

Street Date 16 June. 

Tbst your sleuthing skills against world famous detectives 
They're all there hunting the slippery Snodgits - dreadful 
little creatures who wreak havoc in Lord and Lady 
Snodger’s snobsville mansion. A must for all bright sparks. 
Amstrad CPC-464 and Spectrum 48K. 
Sparkle rating * * * * 

MAD DOCTOR 
Here's a chance to create your own monster! No kidding— 
all you have to do is collect the bits. As Dr Franz 
Blockenspiel you grab unsuspecting passers-by and drag 
them back to your lab. Gruesome and dangerous - the 
irate villagers are after you. Grab your gown and get 
scalpelling! Commodore 64. Sparkle rating**** 

®Rjtte$iper 
A real snake of a game this! There are white horses to tame, 
ghostly henchmen to overcome and a nasty Wizard to out 
think. But the rewards are high - the hand of a smashing 
princess and your very own kingdom. For only £1.99 — they 
must be potty! Commodore 64. 
Sparkle rating ***** 

KIDNAP 
Babes in space! Kkrudd an evil alien has kidnapped tiny 
Earthlings and frozen them in suspended animation. You 
must rescue them from their fate. Bizarre, unknown 
creatures are on guard—you need all your skill to defeat 
them. Utterly captivating1 Spectrum 48K. 
Sparkle rating * * * * 

DANGERMOUSE 
IN DOUBLE TROUBLE 

Help the super rodent overcome Baron Greenback's latest 
ploy The evil villain is building an android Dangermouse 
You must stop him and defuse the danger This game is not 
for the amateur! 
Commodore 64 and Spectrum 48K 
Sparkle rating ***** 

Tower of Evil 
Have you ever fought a Baphomet? Well, they are no 
pushover They guard where the Princess is imprisoned 
and have some equally horrendous friends. Poor old 
Princess Diana - locked away in the clutches of the 
Necromancer You are her only hope. Commodore 16. 

Sparkle rating * * * * 

UnitBll, Armstrong Mall, Summit Centre, Southwoorf, Famborough, Hants. GU14 ONP, Teh 0252522200. 
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continued from p.27. 

The Software 

THE GREAT 

GIVEAWAY 
Like most things connected with 
Richard Branson money comes into it 
somewhere along the line and 
Challenger's bid for the elusive Blue 
Riband is no exception. 

One of the ways in which he hopes 
to recoup some of the huge costs of 
the attempt is by persuading computer 
owners to buy a game based on the 
event. 

Last year's unsuccessful bid saw a 
video of the event, a calendar, and 
now we have the 64 game in which 
you can become millionaire tycoon - 
Branson, as well as waltzing off with 
the Blue Riband. 

Doubtless if Challenger makes it 
through this time we will also be 
treated to an album of the event from 
one of Virgin's mega stars. 

As you would expect from a game in 
which you play a Midas touch 
businessman bonus points are earned 
by making money as well as keeping 
Challenger II on course and on time. 

The simple aim of the game is to 
break the existing record for crossing 
the Atlantic by sea. 

But it is not enough just to keep 
Challenger afloat through tending to 
her various bits of equipment through 
the eight separate control windows. 

You must also watch the caption 
indicator at the foot of the screen 
constantly for news of your business 
empire. 

The game will feature about a 
hundred different captions from Boy 
George not wanting to go on tour, to 
Phil Collins deciding to go classical. 

You attend to Virgin's affairs through 
the telephone and telex housed in 
Richard's own Personal Communica¬ 
tions Console - one of the eight play 
windows mentioned above. 

A money status counter at the top of 
the screen will increase or decrease 
depending on how effectively Branson 

responds to the incoming messages 
about his business. 

Challenger’s 
Instruments 

Most of the time Challenger is steered 
by computer control but at certain 
points in the game you will need to 

override this - say when you spot 
hazards or you need to dock with the 
fuel ship. 

One of your main ways of avoiding 
obstacles is to keep a close eye on the 
radar, especially at night. When a 
hazard has been identified you will 
need to quickly exit the Radar play 
window and switch to steering so that 
you can avoid it. 

The Course and Navigation play 
windows are situated below the main 
deck. 

The Course window shows a large 
map of the correct route, with the 
refuelling points, and possible hazards 
indicated as well as your current 
position. 

If you discover that you are seriously 
off course you will need to switch to 
the Navigation window where you will 
find a compass and two different sets 
of co-ordinates. One of these is the 
correct one calculated by the 
computer. Using the joystick you must 
match up your actual co-ordinate with 
the one suggested by the computer. 

As well as looking after all the 
Challenger's equipment and keeping 
her on course Richard has to take care 
of himself. 

He needs to eat, take rest, and also 
feed the boat's moggy who has a 
tendency to demand food every time 
Richard eats. 

You can make him skip one meal 
without too much effect but if you 
miss more than this you will begin to 
notice the effects of weakness such 
as lethargic response to the joystick. 

Roll up, roll up for the great Virgin Games mega¬ 
giveaway. The games company have persuaded 
their colleagues in the rest fo the Virgin Group to 
stump a freebie for our super first prize of A Virgin 
Bounty Bag. 

The bag contains five LP's of your choice from the 
Virgin record shops, a T-shirt of your choice from Virgin 
T-shirts, a Virgin Atlantic shoulder bag, posters, 
calendars, books, and a complete set of Virgin Games 
including Shogun, Now Games I and II, Virgin Atlantic 
Challenger, Strangeloop, Sorcery, and several others. 

If you don't bag the bagful of goodies there are also 
twenty runners up prizes of the Challenger game. 

It's one hell of a prize so get those entries into us now 
or for ever be a land lubber. 

How to Win 
1 What Virgin artist had his first hit with Do you really 
want to hurt me? 
2 What Virgin artist flew the Atlantic in Concorde to 
perform at both Live Aid Concerts last Summer. 
3 Virgin's first LP was Tubular Bells. Rearrange these 
letters to find the name of the artist. KEMI DLEIFLOD. 

Answers 

Question 1 . 

Question 2. 

Question 3... 

The ship or nautical event I would most like to see a 
simulation or computer games based on is? Because? 
(You may use a separate sheet of paper for this, if you 
wish). 

Name.... 

Address 

Mark your entry 'Challenger Competition' and send it off 
to Commodore User, Priory Court, 30-32 Farringdon 
Lane, London EC1 M 3AU. Your entry must reach us 
before July 1 6, 1 986. 

o 



# Screen Scene 

COMMODORE 
64/128 

ACTIVISION 
Price: 

£14.95 (disk only) 

Right behind you 
guve — dedicated 
Negis follows his 
sleuthing master. Sir 
Charles Foxworth. 

▲ All aboard the 
Delta Princess for a 

murderous cruise. 

examination. The secret of this game 
is getting the characters to say the 
right things, and by clever 
manipulation of evidence found and 
shown to the right people. 

A very useful and clever device is 
your 'notebook'. During your 
conversation with the other 
characters you can take notes on 
their replies. This is instigated by 
Regis who will say "would you like 
the notebook m'Lord?" Answering 
'yes' you'll see the characters' 
statement on a blank screen. Using 
the cursor you can highlight certain 
words which will appear in the 
'notebook' in Sir Charles own 
handwriting - very stylish. These 
notes can later be shown to other 
characters who may or may not 
react in a strange way! 

So, who killed Raleigh Cartwright 
III? Was it Judge Carter, a man who 
is clearly used to violence or Madam 
Des Plaines, the rich widow, or 
Daisy du Pree, a sexy southern belle 
who isn't what she seems, or 
Engineer Henry Stoker, illegitimate 
son of the dead Raleigh??? The list 
goes on. The sting in the tail is that 
you only have three days to solve 
the crime! 

I must confess to being very 
impressed by this program, its use of 
text and animation, is superb and the 
atmosphere it evokes is excellent. 

Andy Moss 

Activision, (coincidentally, the new 
parent company of Infocom) have a 
real winner on their hands. Murder 
on the Mississippi is an animated 
graphical adventure set in turn of the 
century America on a paddle steamer 
called The Delta Princess. You play 
the part of famed British sleuth, Sir 
Charles Foxworth, who, along with 
his trusty companion Regis, is 
enjoying a well earned rest aboard 
this luxury floating palace. 

Using joystick or keyboard you can 
move Sir Charles all over the four 
deck ship exploring the many 
locations which include over 20 
cabins, a state room, a salon, and 
the wheelhouse or engine room. I 
have to say here that as a rule I 
don't like graphics in adventures 
unless they are really worth looking 

at, and as this game relies heavily on 
its animation, the graphics and F/X 
need to be of the highest quality 
which thankfully, they are. 

Anyway, on with the story. In one 
of the cabins you'll eventually come 
across a body lying in a pool of 
blood and because of your relentless 
curiosity you decide to find out who 

did this grisly deed and why. 
There are eight other passengers 

and a couple of crew on board - all 
with seemingly foolproof alibis - so, 
who did it? My first job was to visit 
the captain and he very helpfully 
gave me the register containing 
passenger details and their cabin 
numbers. Armed with this information 
I went to their cabins and started 
questioning them looking for a few 
clues and some evidence. All the 
interviewing is undertaken by a 
series of menus, which by the use of 
a 'hand' cursor can be highlighted 
and entered. 

For instance, selecting 'inspect' will 
have Sir Charles inspecting the 
nearest thing to him. Anything of use 
that you find can be picked up by 
Regis and put in his pocket for later 

Graphics 

Sound "1 

Toughness 

Endurance 

Value 
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COMMODORE 
64/128 

IMAGINE 
Price: 

£9.95/cass 
£14.95/disk 
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A 
Screen, 

*Star 
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A particularly ^ 
nasty challenge to 
overcome at the end of 
the third level. A knife 
is all you need, but aim 
dead centre of the 
sprites for a hit. 

The artic forest. 
Eat dirt because 
the bazooka 
carrier's about to 
let fly. 

G 
The arcade game makers can be as 
guilty as the software programmers 
in relying on a successful formula. 
Green Beret or as it was 
nauseatingly described in America 
Russian Attack is another righwards 
scrolling game in the mode of Kung 
Fu Master, and the just converted 
Ghosts and Goblins. 

Like the latter it cannot be denied 
that Green Beret is fast action. The 
kind of the thing that will always 
succeed if it is done properly. And 
there's no denying that the Imagine 
team haven't made a bad job of this 
despite the odd glitch. 

Make your way 
past the hangers. 

Take the top of the wall 
route or else you'll 
come to a sticky end 
among the mortar 
men. 

'Rescue the captives' is the simple 
message you are told as the game 
begins and your man runs past a 
group of struggling soldiers tied to 

Stab the fire button and you're 
transported to the beginning of the 
game fifty or so screens away from 
the hostages. A drum begins a 
pulsating military tattoo that lasts 
until the game gets turned off. A 
siren sounds to alert the guards and 
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you begin your run through the first 
level. 

Immediately you'll realise the odds 
you're up against. There's an array 
of guards armed with bazookas, 
machine guns and deadily kicks. 
There's crawling troops, mortar 
emplacements, parachutists and 

Level two and the 
going gets tough. 
Head up to the 
top of the fence. 



Screen Scene 

As you head into the 
airforce base more 
parachutists drop out of 
the sky and shower you. 

SCUKH III HiJIKK LlivliL 3 LI vliS 
111)3)430 0053400 

gyrocopters. Your only protection is 
your knife and your wits. 
Occasionally you'll kill one of the 
white troops and collect a special 
weapon that'll give you three shots. 
The flamethrower is the best of 
these, sending a huge orange jet 
across the screen. Great fun. 

The thing that'll strike you most is 
how little time you have to think. 
There's no rest spots in this game. 
Delay only makes matters worse as 
troops rush out in greater numbers - 
and more often than not - shoot 
you in the back. 

You'll find you need to hit the dirt 
a lot if you're going to survive. Lying 
down and stabbing is particularly 
effective because you're below the 
level of fire from machine gunners 
and bazooka carriers. 

Get that white 
commander 
before he escapes 
— his special 
weapon will 
improve your 
chances no end. 

Pr*ik'VH 

level two where your man gets a bit 
lost against the black crates. 
Otherwise despite the odd glitch it's 
very easy on the eye and effective. 

The sound throughout has all the 
quality we've come to expect from 
Martin Gallway. There's a massive 
loading tune, that persistent 
drumbeat and a myriad of sound 
effects like explosions, gunshots and 
sirens - all adding to the 
atmosphere of the game. 

Green Beret has definitely been 
worth the wait. It's all here, with 
every aspect packed in to the 64K 
of the Commodore. Although I get 
the impression the actual gameplay 
can become a little wearing with its 
charge, stab, charge, stab routine, I 
think you'll be playing this one for a 
long time. It's a really tough 
challenge, believe me, and no game 
is ever quite the same given the 
timing of your movements. 

In giving this a screen star I add 
the rider that I'd like to see 
something new done with the 64 for 
a change. 

Mike Pattenden 

The gun emplacements. Who do you deal with 
first — the guard or the para? 

Should you suffer the misfortune of 
an early death among the sniper fire 
and mortar shells, which seems 
likely, you won't suffer the anguish 
of being sent back to the beginning. 
You'll begin at a predetermined 
position along the way. 

Each level ends with a particularly 
mean challenge. Level one has a 
truck load of reinforcements turn up. 
The sub base has a pack of guard 
dogs unleashed on you, and level 
three has three gyrocopters careering 
around the screen. The knife will 
suffice for all of them, but it's worth 

saving a few shots from your special 
weapon to deal with these moments 
of crisis. 

The graphics throughout are 
splendid. Your man is of a reasonable 
size, something I always like to see. 
Small characters make you screw 
your eyes up a bit. He is well 
animated as are all the troops, and 
the backgrounds are colourful. 
There's only one real colour clash 
and that's in the container area on 

Aaargh! One 
more step and 
you'll tread on a mine. 
Try and jump up and 
you'll hit the para. Looks 
like the end . . . 

Graphics 1 2 3 4 5 6 7 8 9 10 

Sound 1 2 3 ; 5 6 7 8 9 10 

Toughness 1 2 3 4 5 6 7 8 9 10 

Endurance 1 2 3 4 5 6 7 8 9 10 

Value 1 2 3 4 5 6 7 8 9 10 



FIRSTLINE 
SOFTWARE 

Your firstline 
of supplies 

Disc Drive Summer Sale 
Enhancer 2000 
free bundled software... £115 

❖ Commodore compatible 

❖ Super high speed 

❖ l year warranty 

❖ Exceptional durability 
r 

❖ Double density 5V*", 35 track 

❖ Direct drive spindle motor 

❖ Does not use any computer memory 

❖ Slimline vented case 

Masterwriter 

worth £50, icon driven word processor — 

premium quality special import from the USA 

AH for £115 

add VAT 

and £5 p + p 

5 % " 
Floppy Disc 

SALE 

❖ 100% certification 

❖ top quality 

❖ lifetime guarantee 

10 pack 

£9.99 
p + p 50p 

❖ double sided 

❖ double density 

❖ Inch VAT 

• Enhancer 2000 all-in price £137.50 

• Send cheque (R.E.Ltd.) or 
phone Access on 0480 213969 

• 1 day express mail — £5 extra 

Don't queue — Be first in line with FIRSTLINE 

SAVE:SAVE:SAVE:SAVE:SAVE:SAVE:SAV! 

R. E. Ltd. 
206 Great North Rd. 
Eaton Socon, St. Neots, 

Cambs. PE19 3EF. 
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C L U B 6 4 
AN INTERNATIONAL USER GROUP 

FOR CBM64/1541 OWNERS 
If you are a C64 (Cl 28) user and you have a disk 
drive or a modem you are invited to join CLUB64. 

CLUB64 is a unique user group and as one of our 
aims is to make quality Public Domain software 
available at the lowest possible cost every new 
member may order free of charge any 3 disks from 
our excellent library. 

Most disks feature between 10 and 30 programs. We 
have one of the best general purpose (300 and 1200 
baud) communications packages available for the 
C64, a good cataloger disk, 6 COMAL disks, Disk 
Utilities, Educational software, games, graphics, 
music and tutorials. 

Annual membership ... £12 UK and Ireland. £15 
Europe and £20 all other countries. We will accept 
cheques and Postal Orders and it should be noted that 
when you order the free library disks we will cover 
postage costs and supply the blank media. 

Use the following online services to contact us. 
COMPUNET . . . WJM2, PRESTEL (UK) . . . 
1 1 3530045, MICRONET (Ireland) ...111201. 
SOURCE (USA) . . . BDE408, COMPUSERVE (USA) 
... 701 1 7,71 5, TELECOM-GOLD . . . MAG6001 2. 

CLUB64, 85 UPPER DRUMCONDRA 
ROAD, DUBLIN 9, IRELAND 

ARCADE INTERNATIONAL SOFTWARE 
BEST DISCOUNTS IN BRITAIN 

THIS MONTH’S NEW International Karate. .. 4.99 Commando. .. 7.25 
RELEASES Red Hawk. .. 6.95 Ram bo. ... 6.75 

COMMODORE 16/4 Spindizzy. .. 7.25 Transformers. .. 6.75 
Legioneer . . 5.75 Bored of the Rings (Adv.) .. 5.75 Spiderman (Adv.). ... 2.95 
Indoor Soccer. .4.99 Pilgrim (Adv.). .. 5.75 Mugsys’s Revenge (Adv.).. .. 6.75 
Jet Set Willy. 5.95 Cave Adventure (Adv) 5 75 Paradroid 6 75 

Manic Miner. .5.95 Price of Magic (Adv.). .. 7.25 Psi Trading Co. .. 7.25 

Kickstart. .1.99 Kaiser. . 6.95 Laser Basic. 10.25 

Hectik. 1.99 Archon II. .. 7.25 Tigers in the Snow. .. 7.25 

Return of Rockman. 1.99 Ghosts & Goblins. .. 7.25 Computer Hits II. 7.25 

Golf Construction Set. 10.95 They Sold A Million. .. 7.25 

Commando. 5.95 Max Headroom. .. 7.25 They Sold A Million II. .. 7.25 
Beach Head . 5.95 Core. 7.25 Hall of Farm? 7 25 

Tai Boxing. 4.99 30 Games. 7 25 

Kung Fu Kid. 5.95 C64 Empire. .. 7.25 

Tom Thumb. 5.95 Uridium.. .. 6.75 Laser Compiler.. 10.50 

Bongo . 5.95 Warplay. . 5.75 Azimuth Alignment Tape 7 25 

Ghost Town. 5.95 Elite. 10.50 Bullseye. 7.25 

Ace. 7.25 Hypersports. . 6.75 Treasure Hunt 7 25 

Gremlin Pack 1. 7.25 Hardball. . 7.25 Blockhusters .. 6.95 

Gremlin Pack II. 7.25 “V”. . 6.75 Gold Run. 7.25 

Mr. Puniverse. 1.99 Superbowl. . 7.25 Kung Fu Master. ..7.25 

Steve Davis Snooker. 5.95 Doomsdark Revenge (Adv.) .7.25 Scrabble. .. 7.25 

Joystick Adaptor. 3.95 Time Tunnel. .. 7.25 Fairlight. .. 7.25 

Adaptor and Quickshot II.. 9.95 Rasputin. . 5.75 Red Moon. ..5.75 

Ping Pong. . 6.75 Worm in Paradise. .. 7.25 

THIS MONTHS NEW Winter Games. .. 7.25 Rock ‘n’ Wrestle. .. 7.25 

RELEASES C64 Summer Games II. .. 7.25 Quickshot. .. 6.25 

Comet Game. 5.75 Titanic. .. 7.25 Yie Ar Kung Fu. .. 5.75 

Starquake. 6.75 Mercenary. . 7.25 FA Cup 5 75 

Green Beret. 6.75 Ace. .7.25 Quickshot II. .. 7.25 

Saboteur. 6.75 Bombjack. .. 7.25 

All prices shown above are also our shop prices. Give us a visit in 
East London. 

Overseas orders: Cheques only Sterling. 
Europe add £2 per tape. Elsewhere £4 per tape. 

All cheques P/O’s made payable to 

Arcade International Software (C.User) 
Unit 202, Shopping Hall, Myrtle Road, East Ham, London E.6. 

Enquires: Telephone: 01-471 8900 9.30-5.00. 

Please do not send off for games not shown in our advertisement. They 
may not have been released. Please note this only applies to our 

advertisement. 

SPECIAL 
FREE WATCH. 

OFFER... I 

;mops 

(SS3S&3 
\ CASSETTE 

Eft COMPUTER 
W games ON 
ONE CASSETTE 

YOURS £9.95 FOR 
CASSETTE 50 IS AVAILABLE ON 

OOOab ATARI DRAGON ELECTRON 
Vioay ORJC-l ZX81 ^nppfcz Atmos 

Spectrum commodore«« 

including FREE Watch and Postage 

20 KEY, MULTIFUNCTION 
CALCULATOR WATCH 
with every order 
for a Cassette 50 

Normal 12 and 
24 hour time 
mode 

' Calendar mode 

1 Alarm mode 

Calculator 
mode 

WORTH OVER £10 

calculator watch 
with every 

Cassette 50 
EXPRESS DELIVERY-ORDER NOW! 

-ONLY £9.95- 

Commodore 64 
Only you can save Europe from destruction! 
It's ROCKET LAUNCH, the thrilling war game 
that reproduces a European map. More 
ambitious? Try rescuing your crew under an 
ultrafast GALACTIC ATTACK and escaping 
back to your spaceship! Just two of the great 
games on your Cassette-50, featuring high 
resolution and user-defined graphics, sprites, 
sound and music. 

1. Maze Eater 

2. Galactic Attack 

3. Space Mission 

4. Lunar Landing 

5. Plasma Bolt 

6.Startrek 

7. Radar Landing 

8. Attacker 

9. Galactic 

Dog Fight 

10. Psion Attack 

ll.lvasive Action 

12.Nought$& 

13. Boggles 

14. Pontoon 

15. Ski Jump 

16. Hangman 

17. Old Bones 

18. Thin Ice 

19. Orbitter 

20. Motorway 

21. Force Reid 

22. Nim 

23. Tunnel Escape 

24. Barrel Jump 

25. Cannonball 

Battle 

26. Overtake 

27. Sitting Target 

28. Smash the 

Window 

29. Spaceship 

30. Jet Flight 

31. Phaser 

32. Intruder 

33. Inferno 

34. Ghosts 

35. Submarines 

36. Rocket Launch 

37. Planets 

38. Black Hole 

39. Dynamite 

40. DoYourSums 

41. Derby Dash 

42. Space Search 

43. Universe 

44. Rats 

45. Tanker 

46. Parachute 

47. Jet Mobile 

48. High Rise 

49. The Force 

50. Exchange 

FREE Delivery FREE to U K. only, add £1 OO for overseas orders 
Free watch and tape will be despatched within 28 days 
I enclose a cheque/ j"T 
postal oruer for _ 

made payable to 
Cascade Games Ltd. 

or through any Post Office by TRANSCASH (Giro No. 655 6655) 
For even faster ordering when charging to Access, Barclaycard and 
Trust card Visa use our 24 hour service. (0423) 504663. 

SPECTRUM 
COMMODORE 64 

Country . CU/8/86 

ATARI 
VIC 20 

ATMOS 

Cascade Games Ltd , 13 Haywra Crescent, 
Harrogate. North Yorkshire, HG1 5BG. England 
Telephone: (0423) 504663 Registered Number 1755554 



DANGER MOUSE IN DOUBLE TROUBLE BOMBO 

COMMODORE 
64/128 

CREATIVE SPARKS 
Price: 

£1.99/cass 

building h done of you D.M. so it 
can impersonate you and infiltrate 
our security forces". 

Good grief, only the world's 
greatest super-hero Danger Mouse 
can stop him. First it's into the 
aerocar and on your way to the 
jungle, but it looks like Greenback is 
one step ahead of you. He has sent 
out a party of robots to stop you in 
your tracks! 

To kill each robot you must be 
facing it and then select the correct 
picture and tune from your computer 
jukebox which is shown in the 
bottom-left of the screen. It's on to 
feet now as even an aerocar isn't 
versatile enough to get through the 
tough terrain of the jungle. The first 
obstacle you must cross is the 
crocodile infested swamps. This is 
done by using the crocodiles as 
stepping stones, a la Frogger. 

You must also watch out for the 
deadly black, mouse-eating pumas. To 
scare these away you must go to 
the top of a nearby tree and do a 
tarzan-call so a herd of elephants 
will run past and scare him away, 
but on the tree there are snakes and 
monkeys with twice the strength of 
you, who will throw you off the tree 
at the slightest touch. 

The third episode is quite tricky to 
get the hang of but after a while 
you will soon pick it up. The D.M. 
clone is almost complete as you 
arrive at their base. Suddenly you 
hear a strange buzzing sound coming 
from the floor, Greenback's rigged it 
so that there's thousands of volts 
running through each tile, step on it 
and you're Sunday roast! 

The only way to short-circuit the 
Baron's plan is to activate the four 
switches in the right order and so 
destroy any signals Greenback sends 
out. This part of the game is 
wonderfully animated. You see a 
well-drawn picture of D.M. launch 
below onto the switches whilst 
balancing on his index finger! 

When this has been done it's hip, 
hip hooray. Well done D.M. and all 
the rest but don't be too happy, you 
have to do it all over again but with 
a shorter time limit! 

Creative Sparks have brought out a 
reasonable re-release and I see no 
reason why it shouldn't do well at 
its cheaper price. A must for all 
Danger Mouse fans. 

Ferdy Hamilton 

Good grief! Creative Sparks have 
released this again. After flopping 
about six months ago what will 
happen now that good ol' D.M. is at 
a budget price? 

For those of you who haven't seen 
or heard of Danger Mouse he is a 
wonderful little mouse, with a 
penthouse flat in a Baker Street 
post-box. His occupation is full-time 
super-hero, and he is needed with 
the evil frog Baron Silas Greenback 
forever plotting plans to rule the 
world. Danger Mouse like all good 
super-heroes also has an assistant, 
this one comes in the shape of the 
half-wit, cowardly mole Penfold. But 
don't expect him to be much help. 

In this escapade our hero has been 
putting his feet up for a couple of 
weeks and is starting to think that 
maybe Greenback has given up at 
last. 

Wishful thinking. All of a sudden up 
comes Colonel K., head of security 
on the video screen informing you 
that Greenback is up to his usual 
antics again. "He's been in the jungle 

Graphics 

Sound 

Toughness 

Endurance 

Value 
6 
Overall 

Super rodent takes 
on the nasties. 

Heave — pull that 
nasty Greenback out1 
of your way. 

COMMODORE 
64/128 
FIREBIRD 
Price: 
£7.95/cass 

Commodore music wizard Rob 
Hubbard has some competition at 
last in the shape of We. Music Ltd — 
the people that coded the tunes for 
Bombo. 

As you can see from the pics it 
owes more than a passing 
resemblance to the Tehkan coin-op - 
Bombjack, which has recently been 
released by Elite at £9.95. That 
game got praised two issues back 
with high marks for Graphics, 
Toughness, and Endurance. Bombo 
matches these marks and scores 
very highly in the sound department 
as well. 

The game features several 
excellent tunes that change each 
time you get onto a new level. 

Bombo has to collect twenty 
bombs from each screen whilst 
dodging the Eyes, Footmen, Birds, 
Drones, Hives, and Revolvers that are 
patrolling the platforms. 

The opening screen features an 
Arabian fortress with an exotic 
Turkish Delight TV commercial piece 
of music accompanying it. 

Bombo moves around the screen by 
taking large leaps when you press 
the fire button. Once he has taken 
off you can only guide him left and 
right, until he finally sinks back to 
the ground, or onto one of the 
platforms. You can also make him 
drop immediately by pulling back on 
the joystick. 

Manouevring Bombo is the real skill 
element in the game. You have to be 
careful to judge exactly where you 
want him to land before you make 
the leap. 

Working your way through the 
barrels is easy peasy until you try to 
collect them in sequence - each 
flashing barrel after another, to earn 
bonus points. 

Sometimes the flashing barrel will 
be at the top of a pile of ordinary 
ones - so you have to work out 
how to get to the top. Tough, I can 
tell you, but good fun too. 

Every so often the game lobs a 
power pill at you. Grab this and 
Bombo turns gold and dons a cloak 
which enables him to fly anywhere 
he likes without any nasties getting 
in the way. The power also turns the 
barrels gold for a short time adding 
several points to their value. 



Screen Scene 

WHITE VIPER 

Each structure of platforms is 
different and set against a colourful 
backdrop. Screen two is a city 
skyline of grey office blocks. This 
time the music is uptempo - the 
best piece on the whole game in my 
opinion. 

The third and final backdrop is a 
Disney style castle - very much like 
the one in the real Bombjack game. 

One of the slightly disappointing 

Bombo. 
After only an hour on the Rino 

game I had been right through all 
three back-drops and was onto my 
second turn on the Arabian fortress. 

On the plus side Bombo is £2 
cheaper and has much better music 
than Bombjack. 

Start here — the 
desert fortress 

Shades of Bombjack 
— the Disney-style 
castle. 

parts of Bombo is that there are only 
three different backdrops. After 
conquering the castle I was 
disappointed to find that you go 
straight back to the Arabian fortress 
again - though it is a tougher 
version, with a different platform 
layout. 

Comparisons with the official 
version of Bombjack are inevitably 
going to be made so I will put mine 
in now — I prefer the Elite offering. 
It's that little bit tougher than 

Generally I am a fan of both of 
these games. They have that one 
thing that I find irresistible in any 64 j 
game - power pills. There is just 
something crazily exciting about 
those few seconds when you can 
charge around the screen gobbling 
bonuses without a nasty in sight. I 
swear it was this that made Pac 
Man the success that it was. 

So the choice is yours. Bombo 
offers better frills at only £2 less - 
but Bombjack is the official version if | 
that's what you want, and it is a 
slightly more playable game as well. 

Eugene Lacey I 
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COMMODORE 
64/128 
CREATIVE SPARKS 
Price: 
£1.99/cass 

More and more software houses are 
bringing out their own budget labels, 
the latest in line is Creative Sparks 
with their Sparklers label. They've 
done it in the Americana mould and 
brought out old games but at a 
cheaper price. This game in 
particular, though, hasn't been 
previously released. 

You become a hero who is known 
around town as the White Viper 
because of the large white snake on 
your family's coat of arms. While 
you were out walking one day you 
saw an evil spirit come along and 
snatch your beautiful wife away. So 
being the gallant knight you are, it's 
off to get your armour only to find 
that it has been taken. 

There are five parts to successfully 
completing the game. The first of 
which is probably the easiest I have 
ever encountered. You are in the 
forest with the princess and you 
must stop the evil spirits from 
getting her and your armour, by 
chopping them up with your sword. 
You gain an extra life for every spirit 
killed. But seven lives is the 
maximum you can get. 

The next thing you must do is 
capture a trusty steed so you can 
set off in pursuit of your true love. 
This is done by fencing him in with 

bits of the perimeter fence - but 
watch out, for every so often out 
comes an evil spirit and it's bye-bye 
to your fence. Be careful because 
every bit of fence is precious if 
you're hoping to catch that steed. 
This isn't too tricky but can start to 
get tedious after a while. 

The next section though, had me 
completely flummoxed. How you are 
actually meant to complete this is 
beyond me. You have now mounted 
your horse and must jump across the 
lake from island to island collecting 
bits of armour. How far you jump 
depends on how long you keep the 
fire button depressed, and as if that 
wasn't hard enough there is a nice 
little swamp fairy who is more than 
willing to send you back to scratch. 

The last two parts of the game are 
feeding time and the rescue but I 
could not manage to get up to these 
and I doubt if you will either. 

White Viper is nothing special and 
has nothing that makes it especially 
interesting. In all fairness I can't see 
any reason for anyone to buy it 
other than the price. 

Ferdy Hamilton 

The lone horseman 
prepares to cross the 
swamp in White 
Viper 

Graphics 

Sound 

Toughness 

Endurance 

Value 

23456789 10 

"23456789 10 

5 6 7 8 9 10 

2 3456789 10 

23456789 10 

5 
Overall 



seater bi-plane with Jim. By the 
way, Jim is Biggies' 'time-twin' 
who's also been transported. 

Between them, they must fly 
across enemy territory to locate and 
photograph 'the weapon'. Obviously 
they're constantly under attack from 
enemy field guns and menacing, 
mean and merciless Captain Erich 
von Stalhein (boo, hiss). Our heroes 
have only two bombs to begin with 
but can get more by hitting enemy 
weapon dumps. 

If the plane is shot down (which it 
frequently is) Biggies and Jim are 
transported to '86 where they must 
climb and jump across London 
rooftops patrolled by SAS guards. 
You control either one or the other 
player, changing control from one to 
another to avoid the guards. There 
are also a few snipers firing at you 
from windows. Luckily they don't fire 
straight ahead, only at angles. One 
hit and they're back to 1917 on a 
First World War battlefield. 

Here, Jim or Biggies (I can't tell 
which) must battle his way past the 
enemy to find the 'weapon' test-site. 
This section reminds me a little of 
Rambo or Commando - one man's 
efforts against a whole army. The 

COMMODORE 
64/128 

MIRRORSOFT 
Price: 

£9.95/cass 

Biggies is here. What do you mean, 
boo? So you've already seen the 
film. Well, maybe the game will be a 

little better. 
Anyway, here's the story. Biggies 

is sitting peacefully at home 
(probably reading Commodore User) 
when - kappow - he is transported 
to 1917 where he's sitting in a two 

Chunky, blocky _ 
graphics don't do 
Biggies any favours, 

BIGGLES ■I 
screen is split in two showing the 
ground itself as well as the 
underground caves and trenches. You 
climb down ladders into the trenches 
to collect grenades for lobbing at the 
enemy pill boxes. 

Again, if you're hit you're back to 
the bi plane — and so it goes on. I 
think sections appear randomly but 
you must complete them in order: bi¬ 
plane, London rooftops and then the 
battlefield. The latter two can't be 
completed until you've finished the 

first. 
Below the actions screen are three 

symbols - a plane, a bag and a 
helicopter - corresponding to the 
three sections. Each gradually 
disintegrates when Biggies is in 
danger. The game ends when one of 
these symbols is completely gone. 

One bonus is that side two of the 
tape contains a helicopter simulator 

The Commando style 
section. Do Elite 
know about this?! 

COMMODORE 
64/128 

FIREBIRD 
(SILVER RANGE) 

Price: 
£1.99/cass 

CAVERNS OF ERIBAN 

Firebird are obviously out to encroach 
on Mastertronic's outright superiority 
in the cheapy software market. If 
Caverns Of Cuban is indicative of 
what's to come, they stand every 
chance of being successful. 

As the pilot of a mine supply ship, 
your job is to enter the Caverns Of 
Eriban (somewhere near Stevenage I 
think) and deliver the supplies to the 

mining depots. 
In all there are twenty-five depots 

all desperately in need of their 
week's supply of lamps, drill bits, 
canaries, shredded wheat, clean 
socks, shaving foam, blow-up plastic 
ladies, and all the other things that 
make life down a mine a little more 

bearable. 
The only problem is that your 

weedy little supply ship can only 
carry enough supplies for five depots 
at a time. The first job then, is to 
land at one of the five supply depots 
on the surface and pick up some 
stuff. Then it's the long descent into 

the caverns. 
This is very tricky indeed. The 

major cause of disaster is the 
planet's (I suppose they mean 
Stevenage) ancient defence 
mechanisms. Homing missiles, 

stalactites, dripping deadly acid, 
bouncing balloons, bubbling lava pools 
and other 'thingies' all lie in wait. 

If the defence mechanism doesn't 
get you you'll probably make a pretty 
good job of destroying yourself. 

Your ship has a sort of two-speed 
gearbox. If you push the joystick 
say, left, naturally enough you go 
left. But hold it there for a second 
and you go into overdrive. All very 
well until you need to stop. If you 
let go you'll come to a rest soon, but 
not usually soon enough. Turning 

round and applying a bit of reverse 
thrust will do the trick, but it takes 
a while to get the timing right. 

Meanwhile be prepared to spend a 
lot of time crashing into walls. The 
caverns have many tight corners and 
narrow gaps and it takes practice 
and a fair amount of patience to 
make a worthwhile impact. This 

Tricky stuff 
negotiating the 
Caves of Eriban 

L_ 



BIGGLES 

# Screen Scene 

in which Biggies is seized by a 1986 
helicopter and is transported back to 
1917. Here you must locate and 
destroy the 'secret weapon', picking 
up spies, guns and ammunition on 
the way to help you. 

Graphics for both sides of the 

game are pretty blocky and not very 
special, and the music (which plays 
throughout) is mediocre. But the 
game itself is fun to play, although 
the constant switching between 
sections may annoy some people. 

Richard Bradbury 

Graphics 1 2 3 4 S 6 7 8 9 10 m 
Sound 1 2 3 4 5 6 7 8 9 to 

Toughness I 2 3 4 5 6 7 8 9 10 o 
Endurance 1 2 3 4 5 6 7 8 9 10 

Overall Value 1 2 3 4 5 6 7 8 9 10 

month's super hot tip is: find neutral 
zones where you can take a rest 
without being blown to bits. 

Caverns of Eriban is well worth 
two quid of anyone's money. 
Incidentally I don't think authors get 

nearly enough credit for games, so to 
put the record straight this month: 
Caverns was written by Lee Braine 
and the music (which is very good) 
by Chris Cox and Ian Cray. 

Ken McMahon 
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THE COMET GAME 

COMMODORE 
64/128 
FIREBIRD 
Price: 
£7.95/cass 

At long last, we've seen (if you had 
a telescope) the back of Haley's 
Comet, and good riddance to what 
must have been the non-event of the 
century. 

Anyway, the plot goes something 
like this. Haley's Comet is believed 
to have thousands of little toxic 
germs surrounding it and a ship has 
been sent up there to shoot the little 
creatures before they explode into 
the earth's atmosphere. 

Sounds like the plot to a normal 
fast and addictive shoot-em-up right? 
Wrong. You don't get the chance to 
launch into space and shoot 
everything in sight, you're not even 
the pilot. You're just the boring old 
ship's computer. 

There are five main problems to 
negotiate, each one being a little 
sub-game in itself. 
Computer Argument: 
There are four little LED's that will 
light up in a random order in the left 
hand side of the screen. You must 
match that order by lighting up the 
four on the right-hand side using the 

One of the more 
complex sub games 
in The Comet Game. 
Anyone seen Max? 

correct connectors - about as 
exciting as wiring a plug. 
Antenna alignment: 
Now read carefully as this game is 
very complex. Move the joystick left 
and right to align the antenna with 
the highest frequency before time 
runs out. 
Interplanetary Safeguard: 
Can you survive a thirty-second bout 
of Missile Command? You probably 
can but won't want to bother. 
Life Support Infestation: 
Blast the Germ-bags out of the 
oxygen supply before time runs out. 
Coffee Game: 
How do you keep an astronaut 
who's in suspended animation in 
good shape? Apparently you tank 
him up with coffee - brilliant idea! 
Activate the correct icons to make 
your astronaut a cup of coffee but 
keep a good watch on the "P" icon 
and make sure he doesn't wet 
himself. Kindergarten jokes at their 
rock bottom worst! Someone at 
Firebird is possessed by an extremely 
flatulent streak of toilet humour. 

After all this, I am told that you 
are put into low-orbit and given the 
opportunity to shoot all those nasty 
little lumps of bacteria. But to be 
honest, it's not worth the bother of 
going through this rubbish! 

Ferdy Hamilton 

Graphics 

Sound 

Toughness 

Endurance 
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Overall 
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NOVAQEN CASSETTE £5.95 DISK £9.95 
NOVAGEN SOFTWARE —SALES:142 ALCESTER ROAD 

BIRMINGHAM B138HS 021-4499516 

Comm 64/128 Cassettes 
Aero Jet. .7.45 R.M.S. Titanic. .7.45 Cauldron II. .6.75 

Starquake . .6.75 Intern Karate. . 4.95 Knight Games. .6.75 

Silent Service. .7.45 Pub Games. . 7.45 Bored of the Rings .5.95 

Green Beret. .6.75 Spindizzy. . 7.45 World Cup Carnvl... .7.45 

Sam Fox’s Poker... .6.75 Uridium. .6.75 Boulderdash III. 

War Play. .5.95 Worm in Paradise. . 7.45 Questprobe. .7.45 

Desert Fox. ..'. 7.45 Biggies. . 7.45 Empire. .7.45 

Amazon Women. .7.45 Golf Const. Set. . 9.75 Off the Hook. .6.95 
[Tnr>rprlprl<’<; Rpvpngp 7 45 P.nrfi . . 7.45 Super Bowl. .7.45 
“V” fi.75 Hardball. . 7.45 Solo Flight II. .7.45 

Ping Pong. .5.95 Tigers in Snow. . 7.45 Psi-5 Trading. .7.45 

Sold A Million II.... .7.45 Zzap Sizzlers. .. 7.45 Zoids. 

Now Games. .6.75 Now Games II. .. 6.75 Flintstones. 
Kung-Fu Master. .7.45 Pitstop II. .. 7.45 Paradroid. .5.95 

Neverending Story .7.45 Bomb Jack. .. 7.45 Rambo. .6.75 

Red Hawk. .7.45 30 Games.. .. 7.45 Max Headroom. .6.75 

Southern Bell. .5.95 Arcade Classics. .. 7.45 Leader Board Golf .7.45 

Touchdown Football.7.45 10 Comp Hits II. .. 7.45 Asylum. .7.45 

Tasword 64. .14.25 Ball Blazer. . 7.45 Enigma Force. .7.45 

Mercenary. .7.45 Law of the West. .. 7.45 Sky Fox . .7.45 

FA Cup. .5.95 Winter Games. .. 7.45 Summer Games II. .7.45 

Archon II. .7.45 Yie Ar Kung-Fu. .. 6.75 The Eidolon. .7.45 

Ghosts ‘n’ Goblins .7.45 Quake Minus One. .. 7.45 Tubular Bells. .5.95 

I.C.U.P.S. .7.45 The Comet Game. .. 5.95 Fairlight. .7.45 

Koronis Rift. .7.45 Rock ‘n’ Wrestle. .. 7.45 Way of the Tiger... 

Bounces . .7.45 Commando. .. 7.45 Music Studio. .11.75 

Elite. . 11.20 Revs. 11.20 Starship Androm... .7.95 

Hacker. .7.45 Monty on the Run. .. 7.45 Spy vs Spy II. .7.45 

The Force. .7.45 Nexus . .. 7.45 Saboteur . . 6.75 
************ ********4 r***************** **** ************* ******** 

* WORLDWIDE WORLDWIDE * 

* STAR International Karate — £4.50 STAR * 

* BUY When purchased with any other item/s BUY * 
************ ********* r***************** * * * * ************* ******** 

Comm 64/128 Disks Comm 16/+ 4 Cass. 

Alternate Reality 14.95 Raise the Titanic . 11.20 Manic Miner. .5.75 

Alter Ego (male).... .19.95 Borrowed Time. 11.20 Indoor Soccer. .3.95 

Alter Ego (female) .19.95 Tigers in Snow. 11.20 Football Manager .5.75 

Silent Service. . 11.20 Desert Fox. 11.20 Berks Trilogy. .5.25 

Uridium. .9.75 Pitstop II. 11.20 A.C.E. .8.05 
Arphnn II 11.20 Sold A Million II. 11.20 Commando. ..5.95 

Bounder. .9.75 Psi-5 Trading. . 11.20 Water Sports. .5.25 

Summer Games 1. .11.20 Temple Apsn tril. . 11.20 Steve Davis Snooker.5.95 

Summer Games II .11.20 Koronis Rift. 11.20 Thai Boxing. .5.25 

Winter Games. .11.20 Scarabaeus . ... 9.75 Defence 16. .4.75 

Litl Comp People . . 11.20 The Eidolon. . 11.20 Classics 1. .7.45 

Golf Cons. Set. . 11.20 Rock ‘n’ Wrestle. . 11.20 Classics II. .7.45 

Mercenary. .9.75 Wild West. ... 9.75 Beach Head .. .5.95 

JOYSTICKS 
Cheetah 125. £6.95 Quickshot II .£5.95 

Cheques or Postal orders made payable to WORLDWIDE SOFTWARE. 

Postage FREE in U.K. Overseas orders add £1 per Cass/Disk for Air Mail Delivery. 

WORLDWIDE SOFTWARE 
1 Bridge Street, Galashiels, Selkirkshire, TD1 1SW. Tel: (0896) 55471 

The first REAL computer sport 

to surf 

ihampionships 
[or details 

With its unique custom-built 
miniature surfboard — which 
clips over the keyboard — 
Surf Champ gets as close as 
possible to real surfing. 
Blasting, aerial cut-backs, going 
off-the-lip — all the stunts and 
manoeuvres of the professional 
surfer are within reach, as the 
breakers roll in across your TV 
screen. 

New Concepts Ltd, Dublin Street, Carlow, 

"A true simulator... The only 
thing the package does not 
supply is 50 million tons of 
salt water" Sinclair User, 

January 1986. Awarded a 
Sinclair User Classic 
"A unique challenge" 

Computers Video Games, 
February 1986 



# Screen Scene 

Just when you thought it was safe 
to go back in the water. Well, I had 
to say it somewhere, might as well 
get it out of the way now. 

I can't make up my mind about 
Shark. When I first set eyes on it I 
thought oh, groan, not another duffer 
from Firebird. When I'd played it for 
a while though, it went up ever so 
slightly in my estimation. 

You are the intrepid diver, out to 
rid the waters of deadly man eaters. 
The Great White (it's always a Great 
White) swims back and forth across 
the surface while you lurk in the 
murky depths. 

This particular breed of Great 
White shark, very conveniently (or 
stupidly) has a target placed half 
way up its back. One well aimed 
shot from the trusty harpoon hits the 
target, and it's goodbye sharkey. 

There are a few bits of piping lying 
around the place to provide some 
cover to the poor animal. All the 

same, it's not too difficult at this 
level and you can usually make it 
first shot, ensuring a hefty bonus for 
your remaining air supply. Level two 
adds more of a challenge to the 
proceedings. Anaemic looking eels 
swim up and down, making it even 
more difficult, or rather, less easy, to 
get a shot in. Still plenty of air left 
by the time I managed it though. 
Level three has you avoiding a killer 

goldfish which swims up and down 
erratically and kills on contact, 
slightly tricky, not, by any means, 
impossible. 

On the next level you are dive 
bombed by something that could 
either be a squid, or a jellyfish. 

Wait a second, here are the 
jellyfish on level five. You can tell the 
difference because squid, jellyfish 
and eels, get the picture? It's 

The shark very 
obligingly wears a ^ 
target on its side. ^ 

seafood salad time. 
Maybe I expect too much from 

cheapo games. But the gap between 
this and some of the more expensive 
stuff is far wider than you find on, 
say, Commodore 64 games. 

If you're fairly new to gaming 
Shark will undoubtedly give you a 
few hours cheap entertainment. 
Firebird will have to do better than 
this, though, if they're going to 
match companies like Mastertronic. 

Ken McMahon 

Cl 6 and Plus/4 
FIREBIRD 
(SILVER RANGE) 
Price: 
£1.99/cass 

Graphics 

Sound 

Toughness 

Endurance 

Value 

1 23456789 10 

1 2 3456789 10 

1 2 3456789 10 

1 2 3456789 10 

23456789 10 

3 
Overall 

c 

If you find yourself in the 
unfortunate position of having to 
actually consider this, take a look at 
the screen shots on the cassette 
pack. No one can accuse Firebird of 
being misleading, it's all there. 
Sparse screens with boring looking 
yellow platforms connected by 
ladders, my my, how original. And 
there in the centre of this minimalist 
landscape, our hero. 

At the top of the screen there are 
three keys and three vents. The 
vents occasionally chuck out a 
boulder or a 'mutant pod' - not that 
I could spot the difference. The pods, 
or boulders whizz down the platforms 
and you lose a life should one hit 
you. You must make your way to the 
top of the screen and collect the 
three keys, before losing all your 
lives to the cascading boulders. 

To help you in this moderately 
difficult task you have the faithful 
old jetpack. A burst on the joystick 
button sends you a giddy centimetre 
into the air. You have limited fuel so 
it's a good idea not to get carried 
away with your new toy. 

C16 and Plus/4 
FIREBIRD 
(SILVER RANGE) 
Price: 
£1.99/cass 

Risk terminal 
boredom by 
collecting the keys 
at the top of the 
screen. 

When you've collected all three 
keys, you get a bonus and a crack 
at the next screen - wow. There 
are three basic problems with the 
game. First, it's too simple, second 
the graphics are boring, third, there's 
not a single original thing about it. 

It's hard to imagine how a £2 
game could be so poor as to be not 
worth the money, but this kind of 
thing truly depresses me. Kevin 
Moughtin, the author obviously has 
the programming skills to produce 

something reasonably good, but 
Runner has about as much originality 
as a Bernard Manning joke, and is as 
much fun. 

Ken McMahon 

Graphics 

Sound 

Toughness 

Endurance 

Value 

1 23456789 10 

1 23456789 10 

4 5 6 7 8 9 10 

4 5 6 7 8 9 10 

4 5 6 7 8 9 10 

1 2 3 

12 3 

1 2 3 

2 
Overall 



YOU AND THE ENEMY— ONLY ONE OF YOU WILL SURVIVE 
Y6ur 

arid fully armed. A vast invasion fleet is anchored just off your shores. 
Ground forces have come ashore and are advancing on your positions 
protected by massive air covet; , 

You are the last fighter pilot. Your country turns to you and asks 
"Are you good enough tooe called an ACE? 

sii v HE • ULTIMATE ■ COMBAT ■ JET ■ 

Screen shots are taken from the O 64 version; O 16 and VIC20 do not have ground objects. 

-Featuring tanks, helicopters, 
trees> ships and a totally unique 

refuelling Sequence ACE is the 
fastest most editing air combat 
game available. With twin flying 
rhode (using two joysticks) you 
can fly and fight with your 
friena as weapons man. 

ACE —THERE IS 
NO OTHER GAME LIKE IT! 



# Screen Scene 

COMMODORE 
64/128 
PROBE 

SOFTWARE 
Price: 

6.95/cass 

DIRTY DEN 

Just another 
platform game — 
jump to collect the 
chocolates before 
reaching the heart, 
and then next 

Easterners has taken the country's 
TV screens by storm since it began 
last year, and with characters like 
Denis Watts, the conniving landlord 
it's no wonder. He's in so many 
different places that it's no wonder 

your way through some twenty or 
more screens of hectic platforms 
peopled by a variety of nasties until 
you reach the room where your lass 

is being held. 
En route you'll have to collect the 

More chocolates 
and more nasties 
to avoid as DD 
progresses through 
the screens. 

he should turn up in a computer 

game. 
Actually Dirty Den just happens to 

have the same name as this very 
popular character. In this case, 
though, our Dennis is the complete 
antithesis of his TV namesake. 

He's chivalrous - in fact a real 
gent. He's in hot pursuit of his loved 
one captured by a frustrated old 
wizard. He just has a bit of a body 
odour problem, o.k.? 

The object of the game is to work 

dozens of chocolates distributed all 
round the passageways. These you'll 
need to give to your greedy pig of a 
girlfriend when you find her. All 

because the lady loves Milk Tray ... 
personally I'd rather have a 
Bourneville selection, but I'm spoilt. 

Graphics are nice and colourful and 
the game plays quickly, with a fairly 
tough challenge that should keep you 
at the keyboard for a while. 

Mike Pattenden 

Graphics 

Sound 

Toughness 

Endurance 

Value 
6 
Overall 

Dirty Den Competition 
We all know that Dirty Den the game has 

nothing to do with Dirty Den, the 
Eastenders dastardly double-dealing landlord Den 
Watts, which is why we thought we'd have an 
Eastenders competition. 

Fergus McGovern of Probe Software has 
generously offered to put up thirty copies of the 
game plus an extra prize of a Seiko UC 1000 
computerised watch. All you soap fans have to 
do is answer a few questions: 

here. Characters are 
always getting killed off in 
soap operas. So far 
everyone in Eastenders 
has escaped the grim 
reaper. So we want you to 
tell us which character you 
would most like to see get 

Answers 

the chop and why. 
All answers to be in by 

July 15, 1986. The 
judge's (i.e. my) decision 
is absolutely final and 
nobody who has any 
dealings with the mag can 
enter, so there, Ken. 

1) What's the name of 
Den's pub in Albert 
Square? 
2) What's the name of his 
dog? (the poodle). 
3) What is the name of 
Pauline and Arthur's son, 
now living in Southend? 
4) What fictional London 
football team does Arthur 
support? 

And now the tie-breaker, 
the one we love to set 
you. Right, we're going to 
ask you to be a bit nasty 

1). 

2)... 

3) ... 

4) . 

Tie Breaker I would most like to see 

written out, because 

(twenty words max) 

Name.... 

Address 

Send to: Dirty Den Competition, Commodore User, 
30-32 Farringdon Lane, London EC1R 3AV. 



FRANK BRUNO’S BOXING 

COMMODORE # 
C16 and Plus/4 

ELITE 
Price: 

£7.95/cass 

Frank Bruno's Boxing takes its 
inspiration from Super Puncher — the 
coin-op boxing game that was 
popular in the arcades and converted 
to the 64 last Summer. Now its your 

turn. 
In the game Frank takes on three 

different opponents with hilarious 
sounding names. There's the 
lumbering Canadian Crusher, Fling 
Long Chop the crafty oriental, and 
the toughest opponent of all - the 

big, bald Russian - 
Andrapuncheredov. 

Each opponent has his own unique 
style. Fling Long, for example has a 
tendency to think he's appearing in a 
copy of Way of the Exploding Fist 
rather than a boxing game - 

levelling Kung Fu kicks at you as he 
comes off the ropes. 

He's also the quickest boxer Frank 
has to face - putting together 
several machine gun combination 
punches that can leave the European 
champion reeling or worse still - out 
for the count. 

The game is about the first I've 
come across that puts the suction 
pads on my joystick to good use. 

You control Frank by using the 

stick and keys 1 and 2 - the stick 
to faint Frank, right and left, and the 
1 and 2 keys to control his fists. It 
really does work well - I can't think 
why it's never been done before. 

The Canadian Crusher is your first 
opponent — and no easy one either. 
He's got a hell of a punch on him. A 
real knockout merchant though not 

Canadian Crusher — 
knock him down and 
he's back with a 
vengeance. 

particularly mobile which enables you 
to avoid a lot of what he throws at 
you in his slow, awkward fashion. 

In terms of weight the Crusher is 
your largest opponent. A big, ugly, 
hairy heavyweight in a leotard. 

If you can give him the KO 
treatment your next opponent will be 
Fling Long Chop the Chinaman. He's 
a sight more good looking than the 
Crusher in his neat white karate 
pants and black belt. 

Graphics are of a high standard. 
Good use of colour, and detail in the 
boxers faces and clothing. 

The final opponent for example, the 
Russian Andrapuncheredov has a 
neat ginger moustache with white 
shorts and boots. He's completely 
bald and likes to use his head 
illegally - butting our Frank when 
ever he gets the chance. 

The Russian is the toughest of 
Frank's opponents and the one he 
faces last of all. He's very mobile. 
Fainting and dodging to avoid Frank's 
punches. 

The screen display shows a 
portrait of Frank in the top right 
corner of the screen with his current 
opponent in the left. Again, the 

JET SET WILLY 

COMMODORE • 
C16 and Plus/4 

TYNESOFT 
Price: 

£7.95/cass 

Jet Set Willy, the game all us Cl6 
and Plus/4 owners have been waiting 
for, with excitement and anticipation. 
Will such a complex game like this 
fit into a much smaller machine? The 
answer is simply NO. Well certainly 
not the way Tynesoft have 
attempted to do it. 

You play the role of Manic Miner 
who has now become rich and 
famous. Joined the Dynasty set, so 
to speak, Champagne coming out of 
his ears etc. And like all Jet Setters, 
throws a party in his cliff top 
mansion. 

Before he can get to his room, his 
maid Maria makes him collect all the 
empty glasses placed in various 
rooms of the mansion. It sounds 
pretty easy and uncomplicated, but 
like all good mansions, there are 

endless rooms, each with their own 

little nasty. 
During the conversion of this 64 

classic, some drastic measures have 
been taken to squeeze the game into 
16K memory. For a start the sound 
is even worse than its predecessor 
Manic Miner. There is only one 
sound throughout the entire game, 
and that is when you collect an 
item. 

I do wish programmers would be a 
little more inventive in this direction. 
Even when you die all you get is a 
quick flash of the border, a very 
poor attempt to catch your attention. 
An unworthy effort by Tynesoft 
given the Cl6 and Plus/4 sound 
capabilities. 

Another major disappointment 
about this game is the actual 
playability. Movement is so bad I 
ended up playing the game on the 
keyboard. For some strange reason 
Tynesoft have scrapped the idea of 
having 'fire' to jump and opted for 
'up' to jump. Consequently when you 
want to run and jump you have to 
wrench the joystick into the top 
diagonals, making the game that 
much harder to play. 

Also when Miner Willy moves there 

are occasional double images and 
characters overlapping, plus there are 
lots of bugs in the programming of 
the game. This resulted in my 
absolute confusion as to what is 
supposed to be happening. 
Sometimes when you lose one of 
your eight lives the game ends, and 
when you pass onto some screens it 
takes you right back to the 
beginning. This game is far too 
frustrating and expensive to make it 
worth playing. 

A big disappointment to me, I was 
so looking forward to the release of 
Jet Set Willy, and hoped it would be 
as exciting to play as Manic Miner. 
The sad thing is that with a bit more 
time and effort spent, this game 
could have been as much a success 
as the original, the potential is all 
there, it has just been wasted. 

My advice is steer clear of this 
one, it is a lot of money to pay for 
disappointment. 

James Pickering 

Graphics 1 2 3 4 5 6 7 8 9 10 m 
Sound 

Toughness 

1 2 3 4 S 6 7 8 9 10 A 
1 2 3 4 5 6 7 8 9 10 mm 

Endurance 

Value 

1 2 3 4 5 6 7 8 9 10 ■ 
Overall 1 2 3 4 5 6 7 8 9 10 



• Screen Scene 

graphics here impress. Not quite up 
to the standard of some of the 
digitised portraits that are beginning 
to appear on some new 64 games 
but certainly better than anything 
else I've seen on the Cl6. 

The size of the figures is also 
worth remarking on. They are nice 

Fling Long Chop 
waits for his post¬ 
fight Harry 
Carpenter interview, y 

and big so you can see what's going 
on - pretty essential to any beat 
'em up game. 

The main part of the screen is the 
ringside view itself. A slightly 
disappointing aspect of the game is 
that only a fraction of the ring is 
used. Bruno and his opponents face 
each other square on only fainting to 
the right and left for the duration of 
the round. 

Above the ring are several other 
game displays. The digital clock 

counting down the three minutes of 
each round. Each bout only lasts for 
one round. 

Each boxer's current strength is 
displayed by a constantly changing 
barometer. When Frank successfully 
pummels his opponents their strength 
barometer will shrink to nothing 
allowing him to go in for the knock 
out punch. 

Depending on his own strength at 
the time his opponent may or may 
not stay down for the count of ten. 

If not it's who scores most points, 
also recorded for you at the top of 
the screen, that is the winner. 

When you get a sufficiently high 
victory over your opponent the 
computer will give you a secret code 
that you can use to load the next 
boxer. There are three separate loads 
in the game. 

The game has been programmed to 
a high standard by Berks trilogy 

programmer - Jon Williams. It's a 
lesson to all those Cl6 programmers 
out there who keep delivering poorly 
constructed platform games, but I 
can't help feeling it is a little 
repetitive. 

It would have been improved if 
Elite had crammed a few more 
opponents in there for a bit of 
variety. The 64 version had six - it 
ought to have been possible to get a 
couple more loads at least on two 
sides of tape. 

The sound was also less than 
spectacular. All you really get are 
the bleeps for the count and some 
rather muffled noises as the punches 
are thrown. 

Still, if you ever got to play Super 
Puncher in the arcades and you liked 
it, then this is the nearest thing to it 
you are ever likely to find for your 
Cl6 and Plus/4. 

Eugene Lacey 

Graphics i 234567 8 9 10 

Sound 12 3 4 5 6 7 8 9 10 

Toughness 1 2 a 4 s 6 7 8 9 10 

Endurance 1 2 3 4 5 6 7 s 9 10 

Value 1 2 3 4 5 6 7 8 9 10 

7 
Overall 

RETURN OF THE SPACE WARRIOR 

COMMODORE* 
64/128 

ALPHA-OMEGA- 
SOFTWARE 

Price: 
£1.99/cass 

The space warrior 
looks suspiciously 
like an egg on a 
surfboard! 

SCORC 000000 HIGH 00X200 SCORE OOOOOO 

'It had to be a nightmare', begins the 
blurb. It was, there were no 
instructions and it took me at least 
half an hour to work out the basics. 

Return of the Space Warrior (you 
never do get to find out where he's 
been) is a pretty weird game, once 
you find out how it actually works. 

The intro screen tells you the 
number of players - one, the skill 
level — one, and that you are playing 
with the keyboard. The only problem 
is there doesn't seem to be any easy 
way to alter these settings. There 
surely exists a two player option, 
higher skill levels and a joystick 
option, how you get them is 
anybody's guess. 

There is, however, one clue 
provided at this stage — Press A to 
start. Having done this you are 
presented with the screen, half a 
dozen little platforms. The next ten 
minutes are spent trying every 
combination of keys on the 64's 
keyboard. Before long, you will 
discover that the only keys required 
are A - to propel you into the air, L 
to go left and one of the square 
brackets to go right. 

Accompanied by some great sound, 

your craft emerges on one of the 
platforms. Your ship is of an 
advanced design type known as an 
ovulasphere. To the inexperienced 
layman, it looks very much like an 
egg on a surfboard, but is, in fact, a 
very sophisticated piece of 
machinery. Before you know where 
you are, enemy ovulaspheres are 
turning up all over the place. This is 
where the extremely advanced 
weaponry of the 21st Century comes 
in handy (it doesn't actually say the 
game is set in the 21st Century, but 
judging by the advanced technology 
on show it must be). Expertly 
manipulating your gravity smash you 
must dispose of the enemy 
ovulaspheres. 

In practice, this involves 
manipulating your craft above the 
enemy and then smacking into it. As 

luck would have it, more often than 
not you end up below them just prior 
to impact and you are the one to 
lose out. 

That's about it really. When you 
destroy the ovulaspheres they turn 
into what I can only describe as 
square blobs, which you must pick 
up for bonus points, before they turn 
back into surfing eggs. When a 
screen is cleared it's on to the next 
wave. 

Like I said, a weird game. Space 
Warrior has some nice ideas, but I 
get the impression maybe it's a 
rushed, super low budget job. Apart 
from the Minteresque sound effects, 
there's nothing spectacular about it. 
A good idea let down a little bit by 
the presentation. 

Ken McMahon 

Graphics 

Sound 

Toughness 

Endurance 

Value 

12 3 4 

12 3 4 

12 3 4 

S 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 

5 6 7 8 9 10 

3 
Overall 



Worms in Paradise. 
Critical Mass. 
Sold a Million II. 
Who Dares Wins II. 
Swords and Sorcery.. 
Falklands ’82. 
Commando. 
Skool Daze. 
Elite. 
Quake-1. 
F.B. Boxing. 
Exploding Fist. 
Uridium. 
Max Headroom. 
Koronis Rift. 
Kung Fu Master. 
Ghosts and Goblins... 
Bomb Jack. 
Summer Games II. 
Sky Fox... 

MEGASAVE FANTASTIC SAVINGS 

McGuigan Boxing. 
Mugsy's Revenge. 
Fairlight. 
Starship Andromeda.. 
Spitfire Forty. 
Mercenary. 
Terromolinos. 
Graph Adv. Creator... 
Cauldron II. 
World Cup Carn. 
Sudden Bell. 
Snow Queen. 
Lazer Genius. 
Altered Ego (disk). 
Shogun . 
Nexus. 
Tau Ceti. 
Spellbound. 

7.50 
6.75 

.... D1 7.50 
5.95 
7.50 
7.50 

.... D1 7.50 

.5.95 
11.00 

7.50 
5.95 

.D1 7.50 

.D37.50 
6.95 

.D1 8.00 

.D1 7.50 
7.50 

.D1 7.50 

.D1 7.50 

.D37.50 
8.00 
6.75 

.D3 6.75 
7.50 
7.50 

.D3 7.50 
5.50 

19.50 
6.75 

.D1 7.50 
5.95 
7.50 

12.50 
19.95 

.D3 7.50 

.D3 7.50 
.D3 7.50 

3.00 

MAIL ORDER ONLY 
Hacker.D17.50 
Zoids.D1 6.75 
Monty on the Run.7.50 
S. Davis Snooker.7.50 
Paradroid.D1 6.75 
Geoff Capes. 
Robin of the Wood. 
Superman. 
Battle of Britain. 
Bladerurwer. 
Fighting Warrior. 
Spy vs Spy II. 
Racing Destruction 
Summer Games I. 
Winter Games. 
30 Games.... 
Rock *N* Wrestle. 
Twister. 
Yie Ar Kung Fu. 
Rambo. 
Saboteur. 
Asylum. 
Zzap Sizzlers. 
Transformers. 
Now Games II. 
Flintstones. 
Wild West. 
Enigma Force. 
Super Bowl... 
Rebel Planet. 
Bounces . 
Inter. Karate. 
Batman..... 
Starquake... 
Solo Flight II. 
Law of the West. 
Leaderboard. 
Summer Games I (disk).. 

6.75 
7.50 
7.50 
7.50 
6.75 

.5.95 
7.50 

D1 9.75 
7.50 

... D1 7.50 

.7.50 
... D1 7.50 

5.65 
... D1 6.75 
... D3 6.75 

6.75 
7.50 
7.50 
6.75 
6.75 
5.95 
8.00 
7.50 
7.50 

D1 7.50 
7.50 
7.50 

.7.50 
6.75 

.... D1 7.50 

.... D1 7.50 
7.50 

.. D112.50 

Desert Fox. 
‘V’. 
Hard Ball. 
Ping Pong. 
Elektra Glide. 
Bounder. 
Way of the Tiger... 
Laser Basic. 
F.A. Cup. 
Asylum. 
P.S.1.5 Trading. 
Game Killer.. 
Sam Fox Strip Poker. 
Tigers in the Snow. 
Off The Hook. 
Knight Games. 
Doomdark’s Revenge... 
Green Beret. 
Heavy on Magick. 
Paper Boy. 
Empire. 
Biggies.,. 
Tubular Bells. 
Archon II. 
Golf Construction. 
Hocus Focus. 
Red Hawk. 
Raise Titanic. 
Spindizzy. 

.. D17.50 
6.75 

.. D1 7.50 

.. D3 5.95 
6.75 

.. D1 7.50 

.7.50 
12.50 

5.95 
7.50 

.7.50 
11.50 
6.75 
7.50 

.7.50 
7.50 
7.50 
6.75 

.7.50 
7.50 
7.50 
7.50 
5.95 

War Play.. 
Price of Magik... 
Questprobe. 
Silent Service.... 
Core.., 
Comp. Hits 10II.. 
Big Cave Adv. 
Crusade Europe.. 
Thruster. 

D37.50 
.. D1 9.95 

6.75 
7.50 
7.50 
7.50 
5.95 
7.50 
7.50 

. D1 7.50 
7.50 

.. D1 7.50 
6.75 

.. D1 7.50 
3.00 

Postage included U.K. Please state which micro. Fast Service. 
Free list Amstrad Cl6 MSX 

D = Disk Available. D1 @ 12.50, D3 @ 10.50 
Send cheque/PO to: 

MEGASAVE, Dept, CU 
49H Sutherland Street, Victoria, London SW1V 4JX. 

STRATEGIC 

. ■Pi®.: '■ 
SOFTWARE 

SPECIALISTS IN QUALITY COMPUTER GAMES 

FOR THE DISCERNING GAMER 

Strategy, Adventure and Sports Games 
for commodore 64 computer 

Send for our free 20 page '85/'86 catalogue, which has a large 
selection of titles, with descriptions and complexity ratings for 
each game. 

CAME LISTING 
Carriers at War — Fleet carrier operations in the Pacific.£48.00 
Reach for the Stars - interstellar strategy game. 
Europe Ablaze - the Air War over Europe, 1939-1945... 
jet — advanced combat flight simulator with F*16 & F-18 
Ultima IV - Quest of the Avatar - latest in the 
award-winning fantasy role-playing series. 16 times larger 
than Ultima ill!.. 
Star Fleet l - complex sci-fi space strategy game.£43.00 
Fighter Command — award-winning Battle of Britain game 
Panzer Grenadier - tactical infantry game on the 
Eastern Front. 
Computer Quarterback — grid-iron strategy and tactics 
at it's best. 
Antietam — American Civil War Came.£43.00 
Battle Group — 'Kampfgruppe' on the Western Front.£49.00 
U.S.A.A.F. — daylight bombing campaign game. 

call US on: NEW TITLES NOW 
01-979 2987 AVAILABLE 
Or write to Sub-Logic U.S. Football 
Strategic Plus £38.00 
Software coif Construction Set- 
P.O. Box 8 golf simulation at its best — 
Hampton £14.95 
Middx. TW12 3XA Wizards Crown - tactical 

fantasy role-playing game 
£35.00 

Phantasie ll — sequel to 
the award-winning game 
Phantasie — £35.00 

Business hours: I0am-6pm Mon-Fri. llam-4pm sat. 

£43.00 
£48.00 
£43.00 

£49.00 

£35.00 

.£49.00 

All Programs are on Disc 
only 

All prices include postage 
and packing and VAT. 
Please make cheques 

payable to: 
Strategic Plus 

software. 
Please specify computer 

when ordering. 
Callers welcome by 

appointment. 

WORLD PUBLISHER OF 
COMPUTER SOFTWARE 
OFFERS YOU A GREAT 

CHANCE TO 

FIRST CLASS PROGRAMMERS 
in the fields of 

SOFTWARE DEVELOPMENT 
PROGRAM TRANSLATION 

GAMES DESIGN 
Expansion in all the Group's activities 

requires constant HIGH QUALITY SOFTWARE 
and we now 

URGENTLY REQUIRE 
products for AutumnAVinter 1986. 

It you would like to work with the Best for 
Maximum Reward either Directly or on a 
Freelance Basis contact in confidence: 

Software Development Manager 

6 Central Street, Manchester M2 5NS. 
Tel: 061 832 6633 Telex: 669977 
Completed programs also wanted for: 

SPECTRUM • AMSTRAD • COMMODORE 64 • Cl 6 
ATARI • BBC and ELECTRON Micros 

Cash or Royalty Payments • Immediate Decision 

CONTACT US TODAY! 



FAR SUPERIOR TO PLUS/4’s 3-in-1 WORD PROCESSOR 

[order FORM - CLIP AND POST Plus/4 & 

• Buy Script/Plus by 30 Nov 86 to enter in the Amiga 
prize draw - details with your purchase. 

• Please send_Script/Plus @ £19-95 
• Please send_Calc/Plus @ £19-95 
• Please send_Script/Plus with Calc/Plus @ £34-95 
• Add 75p P&P per item 
□ Cheque payable to Parasoft Ltd 
□ Access □Visa 

Also available 
CALC/PLUS 

Spreadsheet with 254 
columns and 63 rows 
Cartridge 
Disk or tape 
Barchart facility 

£19-95 
INCLUDING VAT 

WHILE STOCKS LAST Signature. 

Name_ 

Card No: j I I I I I I | | | | | | | | T 

_Expiry date_ 

PARASOFT LTD 
6 Park Terrace Worcester Park 

Surrey KT4 7JZ Tel: 01-330 6911 
—- Postcode_ 

Despatch within 24 hours where possible but please allow up to 28 days. CU 

Address 

PROFESSIONAL WORD PROCESSOR 
Suitable for typing letters, reports, student 
essays, business forms, etc. Quick and easy 
electronic storage - no retyping - just edit 
and print out. 

• From the authors of Easy Script - easier to use - more 
powerful - more facilities. 

• Works with DISK or TAPE. 
• Robust clip-on cartridge - uses no memory - loads 

instantly! 
• Full featured system has all editing commands, disk 

commands, print preview, row and column arithmetic, 
mail merge, and on-line help screens. 

• Works with all popular printers. 



Jfynigfjf Games... 
Knight Games brings medieval combat to life on Commodore and Amstrad computers, 
featuring One/Two player action, superb animation, brilliant hi-resolution graphics, 

eight specially composed medieval—rock tunes and selectable skill levels. 

mmms 

•iiuL'imui 

Available on Disk and Fast Load cassette for Commodore 
64/128 and Amstrad computers. Screenshots shown are from the Commodore 64 version of Knight Games. 

COMMODORE 
64/128: 

Cassette £8.95 
Disk £12.95 

ENGLISH 
mm. t****!2T, 

AMSTRAD 
464/664/6128: 

Cassette £8.95 
3" Disk £14.95 

70C DISTRIBUTED by U.5. GOLD 021-359 8881 



Comp Results 

Karen Mitcham may have trouble taking 
her great prize home — it's bigger than 
she is. Lucky Karen won the complete 
Commodore 64 Music System in a draw 
organised with its makers. Music Sales, at 
the Commodore User stand at the recent 
Commodore Show. Deputy Ed Bohdan 
Buciak (proving very photogenic this 
month — Ed) shows off the runners-up 
prize — a pair of false teeth. 
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Electronic arts 

HHHHH 

KICK OFF NOW! 
A 
R 
I 
0 
L 
A 
S 
0 
F 
T 

WITH THIS REALISTIC, 3-D ANIMATION AMERICAN FOOTBALL GAME 

DON’T BE1 BOWLED' OVER BY FEEBLE IMITATIONS! 
PUT HAIRS ON YOUR CHEST AND KICK SAND IN BULLIES FACES 

WITH _ 

TOUCHDOWN 
FOOTBALL 

Available from all good software retailers - If it’s not there, please 

order it - or in case of difficulty send your crossed cheque/ 

P.O. made out to Ariolasoft U.K. Ltd., including your own name and 

address, to Ariolasoft, P.O. Box 461, London NW1 2ND. 

Touchdown Football C64 Disk £14.95 
Cassette £9.95 



COMMODORE 64 
# Chart I 

CHART! 

GENERAL 
NEW Thrust Firebird 

NEW Batman Ocean 

| Commando Elite 

m Formula One Simulator Mastertronic 

NEW | Spindizzy Electric Dreams 

NEW Kik Start Mastertronic 

TT 1 Bombjack Elite 

NEW They Sold (2) Hit Squad 

9 International Karate System 3 

10 Spellbound Mastertronic 

NEW Thrust Firebird 

NEW International Karate System 3 

NEW Spindizzy Electric Dreams 

NEW PS 1 -5 Trading Company U.S. Gold 

NEW Spellbound Mastertronic 

NEW Formula One Simulator Mastertronic 

11> Bombjack Elite 

NEW They Sold (2) Hit Squad 

0) Uridium Hewson Consultants 

NEW Off the Hook Off the Hook 

Kane Mastertronic 

dp V Ocean 

NEW World Cup Carnival U.S. Gold 

dp Superbowl Ocean 

NEW Wing Commander Mastertronic 

NEW Golf Construction Set Ariolasoft 

Hardball U.S. Gold 

Zapp Sizzlers Gremlin Graphics 

NEW Biggies Mirrorsoft 

NEW Countdown to Meltdown Mastertronic 

C HlAlRJT 
CHAT 

The major shock in the charts 
this month is the position of 
Thrust. Our ex Cheapo of the 
Month is sitting proudly on 
top of the rest. This suggests 
that the gameplay and addic¬ 
tiveness of full price games is 
just not up to standard. Well 
done Firebird. Elsewhere In¬ 
ternational Karate is doing 
well, proving that you don’t 
have to be original or even on 
time to do well in this 
business. Otherwise it’s 
business as usual with 
Uridium the biggest seller so 
far this year being toppled 
and Spindizzy makes a strong 
challenge for the number one 
slot. The only thing that can 
stop it reaching the top is the 
big arcade challenge of Green 
Beret and Ghosts and Goblins. 
Over on the C16 chart it’s 
Mastertronic all the way as 
budget games hold sway. Is 
the quality of games so poor 
here that no-one’s willing to 
shell out more than a few 
quid? 

"""callup ■ 

1 
I NEW Kik Start Mastertronic 

Mr. Puniverse Mastertronic 

3 Bandits at Zero Mastertronic 

1 Hektik Mastertronic 

j NEW Return of Rockman Mastertronic 

Formula One Simulator Mastertronic 

Mastertronic 

■ Rockman Mastertronic 

I y BMX Racers Mastertronic 

Commando Elite 
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We’ll lay money that you 
own at least one of his 
games and that’ll you’ll 

probably buy another 
fairly soon. He owns a 

quarter of the European 
games market, drives a 

Ferrari and buys Italian 
clothes. Who is he? 

Eugene Lacey swallowed 
his pride and drove his 

works Cavalier up to 
Birmingham to meet him 
and find out more about 

the Games Man ... 

Through his own company U.S. Gold 
and through deals with several other 
software houses around the world 
Geoff Brown has sold over 2 million 
computer games in the three years his 
company has been running and 
confidently expects to sell over 
another million this year. 

Just a little investigation reveals 
that Ocean, Ultimate, English 
Software, Adventure International, 
Gremlin Graphics, Microprose, Epyx, 
Access, Datasoft, S.S.I., Accolade, 
Sierra On-Line, and Sydney Develop¬ 
ment are all - in one way or another 
linked with U.S. Gold. 

Add to these interests a brand new 
budget label called Americana, 
Europe's biggest distributor of 
computer games — Centresoft, and 
you can begin to understand how the 
Games Man can drive around in one of 
only 20 Ferrari Testarossa's in the U.K. 

As soon as Geoff Brown opens his 
mouth you can understand why the 
phrase "nice guy" keeps coming up 
whenever you talk to anyone who 
knows him. It's that voice — with a 
slight touch of Brummie, but soft - 
like a sort of laid back Adrian Mole. 
The clothes are pretty good too. 
Designer casuals. The Tm-not-really-a- 
hard-nosed-businessman' look. 

But that impression does not last 

when you take in the atmosphere of 
his office. 

You can almost hear the cash tills 
ringing at U.S. Gold's modest H.Q. in a 
modern industrial estate, a five minute 
taxi ride from Brum's Bull Ring. 

The rooms above the warehouse are 
crammed with people. Desks 
practically on top of each other. It's all 
very business-like in the place with 
phones ringing, memos being fetched 
and carried, and business people 
coming and going and shaking hands 
as they disappear in and out of doors. 

The brand new Ferrari sits outside 
the offices in clear view of the 
receptionist with the financial control¬ 
ler's Porsche keeping it company. 

Of course flash cars are nothing new 
to the software industry. The last 
couple of Personal Computer World 
Shows would have looked more like 
the Expensive Cars of The Year Show 
if you happened to wander, by 
accident, into the car park next door to 
the event. 

What makes Geoff Brown's car 
different is that he forked out the sixty 
two grand to buy his — rather than 
renting it, like most of the other games 
business tycoons seeking to boost 
their image. 

So is the Games Man a millionaire? 
"No ... the strict definition is that 

you have to have a million pounds in 
your bank. I don't have a million in the 
bank but if you were to add up the 
value of my companies I suppose you 
could say that I was a millionaire". 

Either way you look at it it's not bad 
going for a former maths teacher, and 
failed rock musician who started his 
company with a £200 loan from Nat 
West. 

Music Man 
Geoff Brown is one of those rich 
people who would have you believe 
that their new-found wealth has not 
changed them one bit. 

“When I was a musician I was living 
on the breadline but I was perfectly 
happy. Like so many bands we were 
always on the verge of just making it. 

Geoff played keyboards for a group 
called Muscles, which owed more to 
the emerging electronic bands of the 
late seventies than the heavy metal its 
name implies. 

Brown was in good company in 
Muscles for another member of the 
band has easily equalled his personal 
wealth - now the drummer for Simple 
Minds - Jim Gaynor. 

After trying to make it in the music 
biz and failing, Geoff Brown decided to 
try something new and bought himself 



• Profile 

a computer. "An Atari 800. I've just 
finished paying for it". 

"In the end I decided that I would 
rather be a never was, than a has 
been". 

The decision to give up music and try 
something else was a tough one and 
one that he has still not given up on 

entirely. 
"One of my ambitions is to have a 

number one record". 
"I've had several hits with our 

games - and each time U.S. Gold gets 
one it still gives me a thrill - but 
having had several number 1's in the 
games charts, it would be really nice 
to do it in the pop charts too". 

"I'm a bit too old to do it myself 
now, though", he admits generously, 
considering his trendy appearance. 

"What I'd like to do is compose 
something for a new band, select the 
musicians and publish the record 
myself. So I could still feel part of it". 

This is no idle wish either. Brown 
has converted a room in his house into 
a studio and souped up his 64 with a 
Midi Interface and all the latest 

musical add-ons. 
The rags to riches attitudes of the 

like Winter Games. That would never 
have been written in the U.K. Winter 
Games has several loads. It relies on 
being able to read much more data off 
the disk at different times for different 
parts of the game ... When the 
program has to be entirely resident in 
the 64 (as cassette-based games do) 
then the designer has to work within 

that set limit of memory". 
The limitations of cassette-based 

software are something Brown knows 
well because the first question he has 
to address when importing a new 
game is: will it work on cassette? 
Some do and some don't and some 
don't even get attempted. 

For this reason he is not impressed 
by the wave of euphoria sweeping U.K. 
games houses that this is the year 
they take the States. "Tell me one 
U.K. game that has made it to number 
one in the States", Brown asks accus¬ 
ingly. Though the success of Elite in 
doing just that subsequent to this 
interview may force him to reconsider 

his judgment. 

What’s coming 
But if licensing hot American games 

Man 
music business have not entirely faded 
into Geoff Brown's past. 

"When I was writing songs for 
Muscles I used to stare at the 
keyboard and think somewhere in 
there is a million pounds. It was the 
same when I got the Atari. I knew it 
had the power to make a lot of 

money". 

How it all began 
Brown talks affectionately about his 

Atari and well he might for it was the 
foundation stone of his business. 

He moved quickly to tie up exclusive 
importerships with several leading 
American games producers who - in 
pre-64 days - put most of their 
efforts into Atari games. At that time 
the U.K. software houses were 
concentrating on the Spectrum and 

Vic. 
The 64 explosion changed 

everything. The American game 
makers switched to Commodore 
games as a priority and Brown was 
perfectly placed to emerge as the 
number one U.K. source of 64 games. 

It was to be a long time before the 
home producers of 64 games could 
match the quality of the American 
software, and Brown believes they still 
haven't matched it. "Take something 

and flogging them across a range ot 
European systems was the name of 
the game for the last couple of years 
then that is definitely not the case for 
the rest of '86 and beyond. 

U.S. Gold have now gone one better. 
They have commissioned some of the 
top American games writers to work 
on titles that will see the light of day 
in Europe first. 

One such programmer is Chris Gray 
- famous for Boulderdash. He is just 
putting the finishing touches to 
Infiltrator - a multi challenge rescue 
game. Catch the full story on this one 
in next month's CU. 

Probably the biggest launch of the 
year from the U.S. Gold stable will be 
Gauntlet - the four player arcade 
adventure that is currently gobbling 
ten pence pieces faster than any other 
arcade game in the country. 

Its not surprising this one is doing so 
well. The Atari coin-op enables four 
players to play together simultan¬ 
eously, against each other, with four 
separate joysticks on the cabinet. 

Shoot 'em up fans are also included 
in the planning with the licensing of 
Xevious - another Atari coin-op - a 
shoot 'em up that promises to make 
Uridium look like Space Invaders. 

U.S. Gold have already woken up to 
the revival of the coin-op conversion. 

They stole the number one spot in the 
charts in March with Kung Fu Master 
- one of the top selling games of '86. 

One thing you won't see from U.S. 
Gold in the near future are Amiga and 
Atari ST games. 

Brown is less than optimistic about 
these machines' chances of success. 
"The Amiga has failed and the ST is 
hardly setting the world alight". 

Getting bigger all 
the time 

The planned expansion of U.S. Gold in 
'86 will necessitate a move to bigger 
premises - a large office block near 
the awful Bull Ring. 

Before the planned expansion U.S. 
Gold already controlled 25% of the 
European games market. That's damn 
near a monopoly situation in business 

terms. 
Does Geoff Brown think this is in the 

games players interest? "I've 
published dozens and played every one 
of them before we made the decision 
to go ahead. Basically I think I know a 
good game when I see one". 

It would be difficult to argue with 

that but is it still possible for the home 
programmer to make some money out 
of a game of his or her own, and what 
would convince Geoff to publish it? 

"I would want to get a feeling for 
the game and for the person. I would 
want to feel confident that the 
programmer understood why anyone 
would want to play the game. Does he 
or she have an all over picture about 
how it could work?" I would also look 
for an idea or two about how it should 
be advertised and promoted ..." 

Outside of programming wizards 
does the Games Man have any general 
advice on how Commodore User 
readers can become millionaires and 
drive around in shiny new Ferraris? 

"Just be prepared to work" ... "I 
am in the office at eight o'clock, six 
days a week and I rarely leave before 
eight in the evening." 

But when do you get to drive the 
Ferrari? "At weekends mostly, though 
I did take it up to 160mph in France 

recently". 
No, the police didn't catch him - even 

though a helicopter was scrambled to 
give chase. But that's Games Man for 
you - one step ahead. 



TheWordProcessor.8oCharactersPerLii\eO\TheScreem 
A Woroprocbssor Program That’s As Good As Your 64. 

TASWORD 64 

TASWORD 64 
1985 Taswan Software Ltd. 

»r i nt text file P 

Save text file S 

Load text file L i 

Merge text file n 

Return to text file R 

Custowise prograM c 
Save T a swo r d T 

Disc comm3n d s D 

Clear text file < 

Press required letter then RETURN 
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Dear John, 

Thankyeu for sour letter of 12th Decker ci«AC*rftiftg our trip to France in the 
lew sear, I tk.nk n-a' sour suggestion of our flying out toother fron 
.Jirwuigha* is a jo«a idea* It's roughly '(* ;a« d>;tanc« for each of us to 
irmo and >.f there are any flight delays **e can at least finai.se sowe of the 
details over a coffee. 

tet's weet at the check <n desk at about MOp.m. If lane finds 'hat .-he . an jet 
the tu*e off work then please let we know straight away and I II book another 
seat on the flight. 

I hope you don't wind we rewinding you u Make sure that sou have sour passport 
when you leave homely He don t realty want a repeat^' the_jast__tuigaj<hei_the 

b. K. Stevenson 
u Highland Court 
Punier ton 
Lancs LHC 51 

2flth DeceMber iis5 

Hr John Davies 
IT ilanjuard ffoad 
Tanneck 
Susstt 13 III 

hankyou for sour letter of 12th Decewber concerning our trip to France in the 
lew year, I think that sour suggestion of our flying out tojether fron 
J.rwmshav 'S a jood idea. It s roughly the sane distance for each of us to 
irate and if there are any flight delays we can at least final-se sowe of the 
details over a coffee. 

Let's weet at the check -n desk at about f.uUpm. If Dane finds 'hat .-he .an jet 
the tme off work then please let we know stra.jht a«ay and I II book another 
seat on the flight. 

I hope you don 't wind we rewinding you to Make sure that sou itaue sour passport 
Hhen you leaue home! He don't really want a repeat of the last t,.we when the 

TASWORD 6 4 HELP PAGE 

At 
at 
fi 

CURSOR CONTROL 
start of text 
start of line 
scroll up 

afi fast scroll up 
A< word left _ 
HOME top of display AO 

end of text 
end of line 
scro11 down 

Af 7 fast scroll down 
A> word right 

40/80 COlUMHS 

A* 
A J 
f 7 

FORMATTING COMMANDS 
&Q Move text left AE wove text right 
AW centre line AU hard justify 
AK justify line AL unjustify line 
AJ justify para_ 

"IwiTCHEi 
Ap paging on/off aH insert on/off 
aG wordwrap on/off aF Justify^ on/off 

TEXT~FILECOMMANDi 
aRETURN for save/1oad/werge/print/clear^ 

A * CTRL f3 for More help * = SHIFT 
Press RETURN to get back to text file 

U Taswordis pretty unique product It's 80-column display is well readable and backed up by a well thought out 
program that really can hold its own in professional use. JJ Commodore User November 1985 

TASWORD 64 isa new member of the highly 
acclaimed TASWORD family of word processing 
programs. Eighty characters per line on the screen is 
just one of the features of this versatile program. 
With the eighty character display you know that 
WHA TYOU SEE IS WHA T YOU WILL GET when 
you print your text. No need for text reformatting 
before printing and no need for horizontal scrolling. 

Available from good software stockists and direct from: 

Yourtextis printedjustasyousetitouton the screen. 
TASWORD 64 comes complete with a quality 
manual and TASWORD 64 TUTOR. This teaches 
you word processing usingTASWORD 64. Whether 
you ha ve serious applica tions or simply want to learn 
about word processing TASWORD 64 and 
TASWORD 64 TUTOR make it easy and enjoyable. 

Another remarkable feature 
of TASWORD 64 is the price! 

CASSETTE~£t7*5 

DISC £19.95 

ZDC 

utruatn) 

A One of a famous family: 

TASWORD TWO (ZX Spectrum) 

TASWORD MSX(MSX Computers) _ 

TASWORD464(Amstrad) 

c SOFTWARE C 

TASWORD464-D (Amstrad) _ 

TASWORD 6128 (Amstrad) 

TASWORD EINSTEIN (TatungEinstein) 
Springfield House, Hyde Terrace, Leeds LS29LN. Tel: (0532)438301 

If you do not want to cut this magazine simply write out your order and post to: TASMAN SOFTWARE, DEPT CU, SPRINGFIELD HOUSE, HYDE TERRACE, LEEDS LS2 9LN 

I enclose a cheque/PO made payable to TASMAN SOFTWARE Ltd OR charge my ACCESS/VISA number . 
ITEM 

NAME___—- - 

ADDRESS ____—- - 

Outside Europe add£1.50airmaiiperitem: 

Telephone ACCESS/VISA orders: Leeds (0532)438301 

Please send me your FREE brochure describing TASWORD 641 | Tick here 
All prices include VA T, postage and packaging 

TOTAL 

PRICE 
£ _ 

£ _ 
£ _ 
£_ 
£_ 

CU 



COMMODORE64 DYNAMITE SOFTWARE 128 COMPATIBLE 

C POWER Fully implementedCCompiler 
for the 64 as defined by Kermghan & 
Ritchie 541 page manual Shell Program 
Manager. Screen Editor. Linker Function 
Libraries and Text Formatter Produces 
Efficient and compact m/c £119.95 (d). 

PASCAL 64 Fully implimented Pascal 
Compiler producing last and compact M/C. 
Also provides many graphics and database 
commands. INTERRUPT command allows 
your routines to run in parallel LIBRARIES 
of useful routines may be built up. Excellent 
manual £39.95 (d) 

ZOOM PASCAL Powerful subset of Pascal, 
produces fast and compact M/C Also 
includes many string, machine language and 
file handling routines. Comes with 
professional EDITOR. £24.95 (d). 

BASIC 64 Professional BASIC Compiler 
Compiles an C64 BASIC commands 
Produces fast m/c Many user options 
Complied programs run upto 50 times 
faster than BASIC- £35.95 (d) 

ASSEMBLER 64 Professional 
Development System Program as easy 
as BASIC LABELS. VARIABLES 
PSEUDOOPS( ascn base bit byte end 
out word). CONTROL COMMANDS 

(assemble, disassemble, save. load, 
display, stop erase) PRINTING 
Assembler and BASIC programs can be 
mixed £11.99 (d)£7 99 (t) 

MIKRO ASSEMBLER The best 
Assembler available Comes on plug in 
cartridge COMMANDS — assemble, 
auto, delete, disassemble, find, format, 
number, table, tim PSEUDO OPS — byts. 
end. Ink. off. out. txt. wor, * Also powerful 
MONITOR Print toCBM and Centronics 
printers £50.00 (c) 

DATABASE 64 Menu driven database 
system, allowing upto 30900 records. 255 
character records SETUP unlimited 
number of databases. ADD. INSERT. 
DELETE. AMEND. VIEW records 
SEARCH for records on any field with 
pattern matching Searches thousands of 
records in under 1 second SCROLL 
through records. PRINT records and 
reports SAVE and LOAD to disk or tape 
Supports disk and tape users On line help 
screens Full manual £11.99 (d) £7.99 (t) 

FREE Assembler 64 or game, disk or tape 
with orders over £15 Orders over £50 
may also have 1 of 20 books 

DYNAMITE SOFTWARE 
Dept. CCI, 
27 Old Gloucester Street, 
London WC1N3XX, England. 

INSTANT RECALL Powerful database 
system for C64 Unlimited number of 
databases, each upto 31.000 records 
Records upto 255 chars Search on any 
field, or across fields with pattern 
matching, or by record number Matches 
upper and lower case Searches 5.000 
records in half a second Design reports 
or labe's PRiNTSonanyCBMor 
Centronics printer SCROLL backwards & 
forwards DISK DIRECTORY SAVE and 
LOAD databases to DISK and TAPE 
Supports disk and tape users Online 
Help Screens Dozens of other features 
£19.95 (d) £17.95 («) 

WORD PERFECT Professional word 
processor system Easy to use Many 
advanced features — Insert/Delete lines. 
Move/Copy/Erase text. Margins. Tabs. 
Centre text. Find. Reformat. Scrolling. 
Proportional spacing plus dozens of other 
features £21.95 (d)£19.95(t) 

BUSICALC Advanced electronic 
Worksheet (Spreadsheet), upto 1200 
ceils, move around sheet. Jump. Save. 
Load. Replicate. Insert, Delete. Print. 
Walk. Format. Quit. Colour. Formulae 
evaluation, rounding and much more 
£21.95 (d) £ 19.95 (t) 

SUPERBASE 64 Fully featured database 
information system Upto 1000 chars per 
record on upto 4 screens, and upto 128 
items per record Fields definable as key. 
text, numeric, constant, result or date, in 
filesof upto 16 million characters 
Superbase also has Spreadsheet and 
calculator capability, calendar functions, 
sorting/searching, menu and command 
driven, fully programmable, definable 
reports Much more £79.95 (d) 

MICRO MAGPIE Advanced database 
management system Create database 
tailored to your exact needs Manipulate 
data between different files, perform 
calculations, print reports and graphs, 
fully programmable, pop up menus, 
search on any field, works with 1 or 2 disk 
drives. CBM and Centronics printing 
Much more £39.95 (d) 

BRIDGE CARTRIDGE £19 95 
FORTH CARTRIDGE £29.95 
OTHELLO BOARD GAME £7.95 (d) 
£5.95 (t) 
MONITOR CARTRIDGE £28 95 
BLITZ BASIC COMPILER £50 (d) 
SUPERSCRIPT 64 £79 95(d) 
SUPER DISK UTILITY £12.50(d) 
GRANDMASTER CHESS £17 95 (d) 
£17.95 (t) 
SCRABBLE BOARD GAME £1 95 (d) 
£12.95 (t) 
ANATOMY OF THE C64 BOOK £12.95 
STAGS0FT RESET BUTTON £5.95 

All orders normally despatched within 7 
working days Overseas orders add £3 

GRAPHICS DESIGNER 64 Menu driven 
Graphics Editor Create high res pictures, 
with keyboard, light pen or joy slick Draw 
lines, boxes, circles, ovals, triangles, fill 
with colour, add captions Create slide 
shows Applications include design, 
engineering, graphic art and games 
Many other features £19.95 (d) 

1541 FLASH Speeds up 1541 diskdrive 
by over 3 times Compatible with all 
commercial software Leaves cartridge 
and user port free Several other features 
Easy to fit £89.95 (kit). 

ANATOMY OFTHE 1541 DISKDRIVE 
300 + page technical guide to the 1541 
ROM disassembly with comments, disk 
commands, data storage. DOS operation, 
relative records, direct access, disk 
Structure, programs and much more 
£12.95 

FRENCH 64/GERMAN 64 Two excellent 
educational language packages Both 
teach with user involvement — each 
contains 9 lessons, teaching and testing 
verbs, grammar, spelling & sentences 
Topics include numbers, time, colours, 
weather, shopping, clothes, animals and 
many many more £ 12.95 (d) £8.95 (1). 
Both packages £16.95 (d) £12.95 (t) 

BEGINNING RUSSIAN ON THE 64 The 
only Russian educational package lor the 
64 Contains the lull Russian alphabet 
The package is divided into 3 sections — 
introduction to the Russian alphabet, 
vocabulary, exam and a look at Moscow 
(excellent graphics) £13 (d) £9 (t) 

CHECKBOOK MANAGER 
Computerise you check book. 
Information stored on a disk file, including 
cheque number, date, payee, amount, 
bank balance, and a returned indicator 
Transactions may be listed to screen or 
printer Other features £12.50 (d) 

STAT 64 CARTRIDGE STAT 64 adds 19 
statistical commands to your BASIC Bar 
charts (histograms) horizontally or 
vertically, plotting with 64.000 pants, 
screen dump, mean value, standard 
deviation, variance etc £28.95 

CHARTPAK 64 Professional package 
which produces charts in high res mode 
You can Enter, Edit. Save and Recall data 
easily Chartpak interactively builds 
charts — pie. bar and line You control 
scaling, labelling, and position of chart 
Charts created m 8 modes Send final 
results toCBM 1515.1525 or Epson 
MX-80 or FX-80 printers £24.95 (d) 

An programs come with a comprehensive 
! nanuai Send 22p stamp for catalogue 
(overseas £D 



The vines — this is 
the route to the 
roof. 

CHE PRICE OF MAGIK 
.evel 9 
SrA 

Marble madness? 

CBM 64/128 
Price: £9.95/cass 

Those hanging 
tentacles can be 
deadly. 

These plants are 
useful for magical 
protection. 

Level 9 have done it again. But then 
they always do! Not only have they 
produced another superb adven¬ 
ture, they have incorporated all the 
new goodies that are beginning to 
appear in adventures, plus more 

besides! 
Price olMagik is the sequel to Red 

Moon, and shows off the Austins' 
latest and greatest parser. With a 
thousand word vocabulary behind it, 
there's all the features you might find 

Stone Henge, and 
not a hippy in 
sight. 

on an Infocom game — and on 
cassette! Multiple commands, GET 
ALL, EXAMINE ALL BUT, and IT, 
are all supported, as well as conver¬ 
sation with characters in the game. 

Magically bring the 
pictures to life and 
see what happens. 

Where are you 
now? 

Also included is a RAM SAVE op¬ 
tion, but best of all, is an entirely 
new OOPS (or 'undo') command, 
which takes you safely back to your 

last location. 
Your task is to displace Myglar, 

before he sucks all the power from 
the magic crystal of which he is 
Guardian. Fail, and very soon there 
will be no magik left in the world. 

Naturally, to get the better of so 
fearsome a magician, you'll need to 
use a bit of magik yourself. Unless 
you happen to know some, you'll 
have to learn — and fast. 

Hang 'em high. 

Waken the board 
game to learn a 
new spell. 

You are told nothing, but will soon 
come to recognise a decent spell 
when you see one, and later, 
discover how to use it! In the course 
of all this, you may well suffer a few 
blows to your sanity, but don't worry 
— the less sane you are, the better a 
magician you become! 

Magik alone will not see you 
through though, you'll also need to 
brush up on your fighting techni¬ 
ques. There are ghoulies and 
ghosties, and all sorts of other very 
nasty creatures lurking in the house 
of the Red Moon. Some attack you on 

The Hall of Statues 
— one of hundreds 
of pretty pictures in 
the Price of Magik. 

mmmii □□ 
on m.' 

no 

This is the wood 
shed. Search it 
carefully and watch 
out for the nasty. 

The Library stuffed 
full of books on 
how to cook 
Hobbit's. 

by Keith 
Campbell 

Open the wrong 
one for a nasty 
surprise. 

Get that bat. 
Magic pictures 
location. 

VALLEY 



# Adventure 

sight. Others simply refuse to let you 
pass by. Combat is carried out in text 
mode, and reports on your strength 
points are displayed regularly whilst 
you're fighting. 

As well as magik and combat, 
there are, of course, plenty of 
puzzles! And here I found the new 
features incorporated in the game 
make it very slick to play. Con¬ 
fronted by a collection of chests, it 
soon became apparent that danger 
was lurking inside many of them. By 
a combination of RAM SAVEs and 
OOPSes, all the tedium of tape sav¬ 
ing and loading was removed, allow¬ 
ing the situation to be sorted out 
rapidly and methodically. 

Hitherto, Level 9 adventures have 
been identical on every one of the I 
wide range of micros for which the J 
games are produced. In order to | 
make full use of the increasing J 
memory of the average computer, I 
slightly cut down text and reduced | 
'extras', are provided on smaller 1 
machines. But the 64 is up there near 
the top of the list, only marginally | 
smaller than the MSX. 

This is the first Level 9 product to % 
be provided with the expensive ; 
Lenslok protection system. 

Price of Magik is the second I 
adventure to be produced at 'Level 9 | 
West', the home of Pete, Nick and | 

Mike Austin. Set on a hillside The y Bj Caye Advenhue 
overlooking a peaceful valley, its claims ,0 be ^ Qr nal Q } 
obviously proving an ideal retreat in | AdyentuK which was subsequently 

cleaned up to become the Crowther 

THE VERY BIG 
ADVENTURE 
CRL/St. Bride's 
GrA 
CBM 64 
Price: £7.95/ca$$ 

CAVE 

which to create their special brand 
of magic. There are also views of s 
Weston Super Mare, "... home 
town of comedians John Cleese and 
Jeffrey Archer ..." says the inlay. 

Anyway, as with all Level 9 games, 
one can only say, "Their best yet!" 

Graphics 

Playability 

Puzzleability 

Overall 

★ ★★ 
★ ★★★★ 
★ ★★★ 
★ ★★★★ 

and Wood Original Adventure — 
Colossal Cave. Your guided tour 
through this unexpected labyrinth, 
is conducted by no less an authority 
on dark alcoves and tight squeezes, 
than Trixie Trinian, prefect at St. 
Bride's School. 

So you thought the little brick 
house in the forest was a well house, 
source of the stream along whose 
banks lay hidden a locked grating? 
You got it wrong! Had you looked 
closely at the door while playing one 

NEWS 
v~ 

Magnetic Scrolls have signed a deal 
with Rainbird Software under which 
they will release six games over the 
next few years. The first of these pro¬ 
ducts, scheduled for an Autumn 
release, is a new adventure entitled 
Guild of Thieves, which is 'even bet¬ 
ter than The Pawn', claims Scrolls' 
Anita Sinclair. 

Delta 4 are now back in the 
business of distributing their own 
titles, Bored of the Rings, and Robin 
of Sherlock, following rumours of pro¬ 
blems at Silversoft, involving non¬ 
payment of royalties. Meanwhile, 
Fergus McNeil, brains behind the 
titles, has signed up a deal to write a 

new adventure for the more reliable 
and well-loved family firm of Level 9. 
Watch out, too, for Delta 4's The Bog- 
git, on release from CRL. 

^^^incentive Software have now 
released a version of their Graphic 
Adventure Creator on the 64, original¬ 
ly available for the Amstrad. This ex¬ 
cellent package combines text and 
graphics utilities all in one program, 
uses extensive text compression, and 
has an easy-to-use editing system. 
It's priced at £22.95 on cassette, 
£27.95 on disk, and if the 64 version 
comes up to the Amstrad original, 
then Quilled games will soon be a 
thing of the past. 

Once inside, do 
your business and 
look for something 
useful. (In the loo? 
Ed.) 

of the many derivatives of Colossal 
Cave, you would have noticed a little 
brass coin-operated mechanism, 
bearing the legend VACANT. 

The brick wit-house contains 
familiar objects, and a few surprises, 
including a dry spring, and a pair of 
wellies. Off down the stream, 
underground, and along a well- 

You'll need to find 
a coin to get in. Mtk 

Oh no, it's 
engaged, and 
you're dying to go. 

known crawl westwards — did you 
remember the lamp? It is dark, and 
without it you might fall down a 
sploosh hole. Here, the walls are 
made of frozen orange sorbet, and 
the resident recognition-seeking 
songbird will be awaiting you. A 
canny bird, he will easily recognise 
an old hand, by the lack of a black 
rod in his inventory. After all, an 
adventurer is an inveterate hoarder, 
and will greedily pick up everything 
in sight, until he can carry no more. 

Along this stretch of cave, beware 
a ginger-headed spindly creature 
wearing a beard and glasses — he 
may well throw something deadly at 
you! Further along the serpent has 
become a python — but how will you 
persuade it to join that great flying 
circus in the sky? 

The puzzles all have a new and 
satirical twist, cleverly built into the 
very reasonable framework of Col¬ 
ossal Cave. To appreciate the 
humour to the full, you'll have to 
have previously played Colossal in 
one form or another. If you haven't 
I'd say that it's worth buying it to 
play, before attempting this. 
However, you'll still get plenty of 
laughs even if you haven't played 
Colossal Cave. There is the Twee 
Room and Habitat Room, for exam¬ 
ple, that are amusing in their own 
right. There is a Rude Room, too, 
with a VERY rude word written on 
the wall. 

Very Big is Quilled, Patched, and 
Illustrated, but it doesn't play like it. 
It has some screen and sound effect 
surprises, is very fast to display, and 
reads well. It comes in two parts, and 
although a RAM save option is pro¬ 
vided, to pass from one part to the 
next requires a tape save. 

Here you will find old problems 
with a new twist, and new problems 
with an old twist. This is my choice as 
the best spoof adventure yet! 

Graphics ★★★ 
Playability ★★★★ 
Puzzleability ★★★ 

j Overall ★★★★ 
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• Adventure 

People have been known to go 
almost insane trying to unravel some 
of the more devious problems in 
Adventure games! There's the 
famous Screening Door and Babel 
Fish in Hitch Hiker's Guide — many 
a head has been turned by these! 
Sorcerer of Claymorgue Castle has 
its Fountain of Youth, and (apparent¬ 
ly) too many jobs to do with too few 
spells. 

The mind-bending puzzles are 
numerous. There's leviathans, iron 
statues, knights who say NIC, 
bracketless men on trains, bio-gems, 
immovable wristbands, and pale 
bulbous eyes, (not to mention iron 
gratings) all waiting to ensnare the 

innocent adventurer. And if these 
aren't enough to break the mind and 
spirit, the chances are that leprosy 
will, before long, strike the hardy 
adventurer. 

We are determined to put an end 
to this untold misery! Welcome to the 
Commodore User Adventure 
Helpline, or Valley Rescue Ser¬ 
vice! Here's how it works. 

If you are on the verge of despair 
put pen to person and let me know 
where you are stuck. I will rush you a 
reply, hopefully, containing the 
remedy to your ills. If the cure is 
unknown, then your problem will get 
a mention in these pages, calling on 
the combined might of Commodore 

User readers to help. And a Clues 
section each month, will aim at both 
prevention and cure, anticipating 
problems in the latest games, and of¬ 
fering solace to those whose pleas 
are answered. 

I can't promise that we know all 
the answers, but I do think we have 
more at our fingertips than any other 
single source, thanks to the Com¬ 
puter & Video Games Adventure 
Helpline Database. The C&VG 
Helpline has been running for over 
three years, and now the power 
behind it is being offered to CU 
readers. The column in CU will be 
entirely separate, but all the clues 
you send in, will be added to the 

database, providing an even more 
powerful service to the readers of 
both magazines. 

This month brings you a taster — 
your first few clues to be going on 
with! 

Oh, and one more thing! Unlike 
any other Adventure Helpline we 
know of, the Helpline aims to answer 
all mail, be it with a clue, a 
'thankyou', or a 'sorry'. We reckon 
we achieve a reply level of over 
95%. We will be extending the same 
reply service to Commodore Users, 
on attractively designed 'Valley' 
postcards! 

Looking forward to hearing from 
you! 

CAMPBELL’S COMMENT ■mi 
enormously well. They are the first I having played it exhaustively 
introduction to many, of the adven- I enough to discover the many short - 
ture game format. The trouble is, I comings in the program. But I for 
that this attitude also affects other, I one will be a lot harder on Part 2. Be 
far more conscientious firms. Who I warned, Melbourne — get your 
can blame people if, once caught, | House in order! 
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Adventures are the classical music 
of computer games — arcade games 
are the pops. Arcades sell in large 
numbers in a short period; they are 
trendy but tend to become old-hat 
quickly. It is very rare that an adven¬ 
ture game makes it into the charts, 
but adventures sell steadily over a 
long period, and have lasting in¬ 
terest for many years. 

What, then, of the recent chart 
success of Lord of the Rings? Here is 
a game, which, like its predecessors 
The Hobbit and Sherlock, is riddled 
with bugs, and crashes on the 
slightest pretext. The Hobbit had an 
excuse, it was the first of a new genre 
of adventures, featuring colour 
graphics and sophisticated text in¬ 
put, designed to run on the first 
machines that brought larger 

memory and colour within the reach 
of millions. 

But too much effort seems to have 
been put into trying to make the 
command interpreter more in¬ 
telligent, and virtually none in mak¬ 
ing it more reliable. As a result, it 
frequently suffers from half-witted 
replies at best, nervous breakdowns 
at worst. 

Plenty of the correspondence I 
receive from adventurers makes 
reference to recently found bugs. Do 
adventure players, in fact, enjoy 
bugs? Do they take delight in enter¬ 
ing obscure commands to try to trip 
the program up, in order to discover 
(yet) another bug? Rather like fin¬ 
ding another treasure, or inaccessi¬ 
ble exit, perhaps? I suspect not. 
Some, I think, make the best of a bad 
job, others complain bitterly. 

An adventure game is particularly 
difficult to test exhaustively, due to 
the multiple paths that are possible 
through the program. But an adven¬ 
ture software house that consistently 
produces drastically faulty programs 
does not deserve the respect, or con¬ 
tinued support, of adventure 
players. It is saying, in effect: "It 
loads. It can be completed. Other 
than that, we can't be bothered to 
test it. £15.00 please." 

Because these poor quality pro¬ 
grams are backed up by quality 
names like Tolkien and Conan 
Doyle, they are hyped-up and sell 

they decide to stick to arcades in 
future? 

An adventure game takes a con¬ 
siderably longer playing time for 
review purposes than does an arcade 
game. I must confess that I, among 
other reviewers, gave Lord Of The 
Rings a fairly good write up. Perhaps 
those of us who did are partly to 
blame for the game's success, not 

Address your 
'adventure clues and 
problems to me at 
Commodore User, 
Priory Court, 30-32 
Farringdon Lane, 
London EC1R 3AU. 
Mark your envelope 
with COMMODORE 
USER, so that the clue 
you need gets printed 
in the appropriate 



◄ 
There's a 
whole-screen 
picture for 
each 
location, 
which is 
drawn very 
quickly. 

You'll see a lot of these stations — travelling 
nrnund can be verv frustrating. 

SEABASE 
DELTA 

tually, you reach a hatch leading to 
an airlock. Will you drown yourself 
in the process of operating it? 

There is a whole-screen picture for 
each location, quickly drawn, and 
displayed only once unless you type 
LOOK. These are far better than the 
rather comic graphics of the game's 

forerunner. 
The text is friendly, vocab 

reasonable, and the response fast, 
except for some built-in delays. 
These occur when you EXAMINE or 
OPEN something, and a new object 
is about to be revealed. There's also 
a delay during tube journeys, which 
is frustrating, as there are quite a few 
trips to make, each with the same se¬ 
quence of commands, for each trip. 
This slows down play considerably. 

Still, at £1.99 you can't go wrong 
— a cheap and cheerful adventure 
that should please anyone after a 
liaht-hearted budget game. 

GrA 
CBM 64/128 
Price: £1.99/cass. 
For a pocket-money priced game, 
you could do a lot worse than 
Seabase Delta. This is the sequel to 
Subsunk, featuring your friendly 
reporter Ed Lines on yet another 
underwater mission. You, as Ed, 
have achieved the objective of Sub¬ 
sunk, and sent a distress signal from 
the stranded submarine, only to have 
it dragged by a strange magnetic 

force into Seabase Delta. 
You find yourself in the company 

of a corpse, and documents near the 
body reveal a plot to despatch a 
nuclear missile at a British base. 
Your job is to stop it, (and get a hot 
story back to your Editor, I should 

think). 
Travel is by an underground rail 

network linking parts of the base, 
and through observation windows 
you can see the missile, but cannot 
yet get to it — most frustrating. Even- 

Firebird 

Travel around the underground rail network 
in this train compartment. 

Graphics ★ ★★ 
Playability ★★★ 
Puzzleability ★ ★★★ 
Overall ★ ★★ 



• Adventure 

MYSTERY 
VOYAGE 
ADVENTURE 
Colleen Ltd. 
TA 
CBM 64/128 
Price: £9.95/cass. 
The storm rages around you, your 
ship is being tossed about on the 
boiling sea. Make sure you have the 
volume turned up, for the captain is 
about to shout: "Take to the lifeboats! 
We are about to sink!" This is the first 
synthesised speech I have come 
across in an adventure. Sadly it's a 
gimmick and rather metallic, 
although I suppose anybody's voice 
would become a bit squeaky if they 
were about to become shipwrecked! 

The narrative introduction, and 
the voice synthesis to Mystery 
Voyage sets the scene for your 
predicament: out of sight of land, 

NEWS 
* f A new Lever-Jones adventure can 

be expected from Melbourne House 
sometime in the autumn. The pro¬ 
totype version is already in the Quill 
stage, and like its predecessors 
Hampstead and Terrormolinos, will be 
converted into 'proper' code before 
release. The new game will have the 
player involved in a bank robbery with 
a bunch of East End crooks, in what 
promises to maintain the usual Lever- 
Jones standard of hilarity. 

I* I 1 Watch out for another multi-player 
adventure/strategy game available 
through your modem, around the turn 
of the year. This one promises to be all 
that it promises — with the proven 
quality of Level 9 behind it. Entitled 
Avalon, it is alredy well into the game 
design stage, and Pete Austin and his 
brothers have very definite ideas 
about the hardware, too. Three or 
four micros with 68020 processors 
on board, will be linked to control the 
game, giving a far. superior perfor¬ 
mance than the somewhat outdated 
and unsuitable VAX equipment used 
by BT's MUD. 

No date is being quoted yet, as Pete 
doesn't want to let the fans down — 
but The Valley will be keeping an ear 
to the ground on your behalf! 

ADVENTURE 
CHART 

1 3 | Kentilla Mastertronic 

2 2 Doomdarks Revenge Beyond 

3 7 | Alternate Reality Datasoft/US Gold 

4 ME Price of Magik Level 9 

5 1 Lord of The Rings Melbourne House 

6 WE Bored of The Rings Silversoft 

7 6 | Quest for the Holy Grail Mastertronic 

8 NE Very Big Cave Adventure CRL 

9 10 j Red Moon Level 9 

10 NE Asylum All American/Ll.S. Gold 

A 
A 
A 
A 
A 
A 

you lie parched and naked under a 
burning sun, on a raft circled by a j 
threatening black fin. 

Paddling the raft by hand, initially 
you have no idea of which direction 
in which to head. But it turns out 

there are numerous islands dotted 
about. The sea is not an 'adventure | 
maze', there is logic and pattern to 
the layout of the islands. 

The best method of approach is to 
map each island individually, and 

As rumoured exclusively in The 
Valley a couple of months ago, Isaac 
Asimov is about to hit adventurer's 
screens. Adventure Soft have won 
the licence to produce games under 
the title "Isaac Asimov's Science Fic¬ 
tion Magazine Presents:". 

This gives Mike Woodroffe's team 
the chance to 'adventurise' Asimov's 
works, as well as introducing some 
new science fiction stories of their 
own. First adventure in the series will 
be Kay/eth, written by Stefan Uf- 
nowski, known for his development 
of Rebel Planet. 

Rainbird Software are to re-release 
the Colossal Trilogy, a revamped ver¬ 
sion of the Level 9 Middle Earth 
Trilogy. The three adventures 
featured are Colossal Adventure, 
Dungeon Adventure and Adventure 
Quest. Originally text-only games, 
and highly popular amongst en¬ 
thusiasts, graphics will be added, and 
text augmented, for the new release. 

Knight Ore is a new title planned by 
Level 9 for the Rainbird label around 
September time. Here the player will 
get the chance to play the baddy for 
once, cast as a miserable cowardly 
Ore! 

make a separate master map of the 
sea routes, that way your map will be 

j very manageable and easy to follow. 
You'll probably have to replay the 
game quite a few times to build up a 
complete picture of the objects and 
information available, before 
deciding on a strategy to solve the 
problems. 

These are all very different in 
character, and the most sinister is 
home to some nasty monsters — in¬ 
cluding a dead demon whose en¬ 
trails are being devoured by insects, 
a very sickening sight indeed, as 
you'll soon discover. 

Most of the problems are not too 
hard, but the structure of the game 
makes them a little more difficult to 
put together, and the game a little 

| more interesting to play than usual. 
Mystery Voyage is in three parts, 

each of which must be completed to 
continue to the next. Two-word com¬ 
mands are the order of the day, and 
although the vocabulary leaves a lit¬ 
tle to be desired, it seems to cover 
most 'instinctive' words. For exam¬ 
ple, on coming across a beetle, fin¬ 
ding I could not take it, I instinctive¬ 
ly tried SQUASH BEETLE, and it 
worked! Now what I'd want with the 
squashed beetle I was able to take, I 
have not yet any idea . . . 

The text descriptions are full of at¬ 
mosphere, but the replies to com¬ 
mands are sometimes a little cold, 
such as: YOU MAY NOW INPUT AN 
INSTRUCTION. 

Altogether a pleasing game, that 
should entertain without being too 
baffling to enjoy. 

Graphics n/a 
Playability ★★★ 
Puzziaability ★ ★★★ 
Overall ★ ★★ 
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JR SOFTWARE 
5 Brookes Court, Baldwin Gardens, London EC1 

Telephone: 01-242 5409 

Commodore 64 
Art Ease  .Vah 
Amazon Woman . 
Asylum. 

Beach Head 
Rnmh .lar.k . * 

7.40 
7.40 
8.00 

Bomb Jack 
Biggies.-. 
Back to the Future 
Comic Bakery 
Desert Fox . 
Exploding Fist. 
Elektra Glide. 
Frank Bruno Boxing . 

7.40 
7.40 
6.60 
7.40 
7.40 
6.60 
5.90 
5.90 FA Cup l ™ 

5 a side 
Green Beret 
Hardball 
Koronis Rift . 
Kung Fu Master 
Mercenary 

R( 

7.40 
7.40 
7.40 
7.40 
6.60 Mugsy’s Revenge 

Max Headroom '-4U 
McGuigan Boxing 
Nexus . 
NOW Games I .... 
NOW Games II ... 
Ping Pong . 
Psl 5 Trading _ An 
Quest Probe ' 
Rock n Wrestle.740 
Rambo . 
Summer Games II 
Sold a Million. 
Sold a Million II ... 
Super Bowl . 
Starquake . 
Sam Fox Poker ... 
Southern Belle .... 
Tululan Bells . 
Tau Ceti . 
Time Tunnel . 
Uridium . 
V . 
Winter Games .... 

7.40 
7.40 
6.60 
6.60 
6.60 
7.40 

6.60 
7.40 
7.40 
7.40 
7.40 
6.60 
7.40 
5.95 
5.95 
7.40 
7.40 
6.60 
6.60 
7.40 

Commodore 64 
War Play . 
Young Ones . 
Yie Ar Kung Fu . 
Zoids. 
Saboteur . 

C16 
Atlantis . 
Airwolf . 
Berks Trilogy . 
Beach Head . 
Bongo . 
Classics I . 
Classics II . 
Commando . 
Cave Fight . 
Favourite Four . 
Gunslinger . 
Gullwing Falcon . 
Jump Jet. 
Killerpede . 
Mount Vesuvius . 
Out on a limb . 
Pogo Pete. 
Sky Hawk . 
Slippery Sid . 
Space Pilot . 
Twin Kingdom Valley . 
Thai Boxing . 
Winter Olympics. 

Commodore 64 US Imports 
Aero Jet . 
Enchanter . 
Flight Sim. II . 
Jet. 
Scenery Disk 12. 
Scenery Disk 9. 
Scenery Disk 3... 
Scenery Disk East USA . 
Scenery Disk West USA . 
Sourcerer . 
Starcross . 
Suspended . 
Witness 

5.95 
7.40 
6.60 
6.60 
6.60 

5.25 
5.95 
5.95 
6.95 
5.95 
7.40 
7.40 
5.70 
3.95 
5.25 
5.95 
5.25 
7.40 
2.95 
5.25 
5.25 
5.25 
3.95 
3.95 
5.95 
3.95 
5.95 
5.25 

23.00 
25.00 
42.00 
42.00 
17.00 
17.00 
17.00 
83.00 
83.00 
30.00 
27.00 
27.00 
25.00 

Comp pro joystick £14.50; Konix Speed1 King £9.95, 
Hotshot (analog for revs) £10.50; Cl6 interface lead £3.50. 

Postaae UK free Europe add £1 per tape, elsewhere add £3 per taPe' 
payment LsX be in sterling only. Send stamped addressed envelope for list t 

JR Software, 
Dept CU5, 5 Brookes Court, Baldwins Gardens ECl. 

ATTENTION 
AMERICANA 
SOFTWARE 

OWNERS DID 
YOU keep 

UHBLI If you did then you're the 

lucky winner of a free 
Americana product of your 

choice. If you didn't or your 
Americana game wasn't one of the many that included this 

outstanding offer then go out now and buy one - there's a lot of them about. 

For those lucky winners simply indicate the Americana game oi your choice 

in the space below and send it to Americana Software and we 11 

forward your free game by return. 

Americana Software, 

Unit 10, Parkway 
Industrial Centre, 

Heneage Street. 
Birmingham B7 4LY 

DESCENDER ROM 
FOR YOUR MPS-801 PRINTER 

We have redesigned the character set to allow you toP"n 
true descender*. Because this is a replacement ROM your printer 
will operate exactly the same as before with no change whatever in 

the way your printer will work with any program you may use. 
Easy installation with no soldering required. 

Works with any Commodore computer including C-64 0-128 and PLUS/4. 
Other fonts available on ROM. Send SAE for info. 

EXAMPLES: jtOpa! d;' 

£14.95 
Inc 
P/P qu i P3i"390n 

TOOLKIT IV 
1541/1570 DISK UTILITY 

Includes• DOCTOR V2 - read and write any track and sector in£lud,"9 ®**r* 
Ind renumbered sectors and tracks; repair damaged sectors; look underneath 
read errors FORMATTER - 10-second format an entire disk or format any 

[ndividuaTfrackor half-track from 0 ,0 ul;/nFP/Q*P EDITOR - decodes and 
rraate or recreate unique disk formats. HEADER/GAP EDI O 
displays all header information including off-bytes and h®ade^ 
ontire header and header gap; renumber sectors; also edit any sector tail gap. 
ERROR EDIT - quickly find and recreate all read errors including extra and 
fenumoered tracks and sectors and half-tracks from 0 to 41; evenpastes 
data under errors and allows you to redefine any necessary parameters. FAST 
DISK COPY - copies a disk in two minutes or less with a single 1541^ FAST 
FILE COPY - transfers files five times faster than normal. FILE COMPACTOR 
compacts machine code programs; can compact programs by over 50/o which 
saves disk space and loading time; compacted programs run exactly the same 
as the original DISK LOOK - sort directory; recover lost files; display file start 
and^en^ addresses; disassemble any m 
opcodes; edit BAM; and much more. DRIVE SPEED TEST, DISK ERASE, Dib 
MON DISK LOG, BASIC COMPACTOR/UNCOMPACTOR, A: FILE MAKER 

+ even more. 
Supplied on disk with comprehensive instruction manual. ForC-S^128 

£18.95 P/P complat. Information^ 

MIPS SOFTWARE (Dept CU) 
17 Bowes Road, 

London N13 40X. 
OUTSIDE EUROPE PLEASE ADD £1.00 FOR AIRMAIL 



# Hotline 

Weirdware 
revolution 

Dan Gutman 
reports 

You can play games 
with your 64, write 

letters, do your 
accounts, play a tune, 
paint a picture. What 

more could you want? 
Well, if you’re not 

satisfied with doing just 
ordinary things on your 

computer, you’d better 
start checking up on 

weirdware. 

You've heard of hardware? You've 
heard of software. But I'll bet 
pounds or dollars that you haven't 

heard of WEIRDWARE. It's a pretty 
safe bet for me. I invented weirdware. 

Recently I've noticed a lot of com¬ 
puter programs that don't fit into the 
usual categories. They're not games. 
They're not educational. They're not 
business applications. They're not 
word processors. They're weird. 
Nobody else seems to pay much atten¬ 
tion to this new type of software. 

Let me give you an example. A com¬ 
pany called Concept Development 
recently came out with a program call¬ 
ed Mr. Boston Official Bartender's 
Guide. That's right — a computer pro¬ 
gram that teaches you how to mix 
drinks! If that's not weird, I don't know 
what is. But this thing is for real! 

The program contains over 1,000 
drink recipes with full mixing direc¬ 
tions. The computer can search for the 
most popular summertime drinks or 
the necessary ingredients to mix a Ber¬ 
muda Highball, and it will even tell 
you which drinks you can make if all 
you've got in the house are vodka and 
lime juice. (Vodka and lime? — Ed). 
You can print out the recipes and take 
them to the store with you. The thing is 
a whiz for all the booze hounds out 
there. 

(If you're one of them, you can write 
for more information on the program 
— Concept Develoment, 7960 Old 
Georgetown Rd., Suite 2D, Bethesda, 
Maryland 20814, USA.). 

Mr. Boston may sound a little silly, 
but I wanted to prove a point. In the 
United States, everyone asks, "What 
can you do with a personal computer? 
Why do I need one?" Well you can do 
hundreds of things. There's more to 
computer life than word processors 

and games. 

I have uncovered software for the 
Commodore 64/128 that will help you 
trace your family roots, learn to 
speedread, learn Morse code, dissect 
a frog, build your muscles, analyze 
your personality, make paper 
airplanes, analyze your sexuality, and 
dozens more. Some of them are prac¬ 
tical, some are merely interesting, and 
some are kind of goofy. There's even a 
program that will help you write your 
last will and testament (which proves 
that computers can be useful even if 
you're dead!). 

You probably haven't heard of this 
stuff because it's made by small com¬ 
panies that don't have a lot of money to 
spend on advertising and publicity. 
But these are real programs from pro¬ 
fessional software publishers. You can 
buy them and run them right out of the 
box, and you don't even have to know 
anything about computers or 
programming. 

Is there anything like this in 
England? If so, please write me and 
tell me about it. I love weirdware. Who 
needs spreadsheets and databases 
when there are programs out there that 
keep track of your bowling average? 

Here's a small sample of some 
American weirdware you might be in¬ 
terested in. I've provided the ad¬ 
dresses of all the companies so you can 
write for more information. 

• Plantin' Pal Helps you plan your 
garden. Tells you which plants grow 
best in which temperature ranges and 
how much of each vegetable you 
should plant to feed a specific number 
of people. Also designs the layout of 
the garden according to how much 
space you have. (Home & Hobby Soft¬ 
ware, 4336 Morgan Ave. South, Min¬ 
neapolis MN 55409). 
• Biorhythm Status People who 
believe in biorhythms think our 
physical, emotional and intellectual 
well being go up and down in regular 
cycles that start the day we are born. 
This program calculates your personal 
biorhythm chart and tells you what 

your status is today. (Ylshby & 
Associates, P.O. Box 594, Chagrin 
Falls, Ohio 44022 USA). 
• BodyLink This is a weird new 
device that is basically a big steel spr¬ 
ing that plugs in the back of the 
C64/128. It comes with a simple game 
in which a helicopter flies around 
when you press on the spring. The 
harder you press, the longer the 
helicopter stays in the air. So as you 
play the game, you're getting a 
workout! Has to be seen to be believ¬ 
ed! (BodyLog, 120 Mt. Kisco Ave., Mt. 
Kisco, New York 10549 USA). 
• The Hypnotist A hardware/soft¬ 
ware device that uses biofeedback and 
behaviour modification techniques to 
put you into a trance state. Once 
you're under, the computer can flash 
subliminal messages to help you stop 
smoking, lose weight or stop bad 
habits. (Psycom Software, 2118 Forest 
Lake Dr., Cincinnati, Ohio 45244 
USA). 

• ORS Digital Music Library The 
music of famous pianists like Scott 
Joplin and George Gershwin had been 
"digitally" preserved on player piano 
rolls. Those rolls have now been 
translated to floppy disks, so you can 
actually hear Gershwin playing piano 
in your house! Outrageous! (Micro-W, 
1352B Route 23, Butler, New Jersey 
07405 USA). 

And that doesn't even scratch the 
surface! It's impossible for me to cover 
all the weirdware out there on this one 
page. So, guess what, Commodore 
fans. I'm writing a book on the subject! 
I'm not sure of the exact title yet, but it 
will probably be something along the 
lines of "I Didn't Know You Could Do 
That With A Computer!" and you 
should SCREAM at your local 
bookseller until he orders a few thou¬ 
sand copies for his store. Tell him 
weirdware is where it's at. Tell him 
weirdware is what this computer 
revolution needs. Tell him computer 
lovers need this book. 

And tell him I need the money. See 
ya next time. 



Ocean's V game, based i 
on the TV series of the 

same name, asked you 
to play the part of the 
rebel leader Donovan 
but it didn't give you 
much help as to how. 
We've put together a 
comprehensive set of 

hints that'll put you one 
up on the aliens and 

enable you to save 
earth. Phew! And you'd 
thought you'd never do 

lt« • • • 

|You will probably have 
noticed that the map for 'V' 
changes ever time you 
RESTORE the game. 
However, when initially 
loaded, the first game is 
always the same — so a few 
specific playtips are given 
later to help with the first 

game only. 

GENERAL PLAY 
Practice exactly where to 
stand on the beamer pads so 
that you don't repeatedly 
switch the Communiputer on 
when trying to teleport. This 
will save vital time (a) after 
the explosives have been 
laid, (b) when running from 

hostile robots. 
If not on the first game, 

RESTORE the game until you 
start on plane 0 or 4 — this 
will make your bombing run 
easier as expained below. 

Your first priority should 
be to empty red dust into the 
air: collect parts of the 
formulas from one lab in 
each plane, once all 5 parts 
of the dust formula have 
been collected, use the 
recall data key to examine 
the 5 symbols on the "data 

recall” card. 
Translate each of their 

values using the keypad and 
add all 5 together. Convert 
this sum back into base 6 
and now translate this base 6 

docking bay (either 0 or 4 
provided you did start as 
explained above!), find the 
key point (there is only 1 per 
plane) and plant a bomb. 
You now have approx. 30 
minutes to finish the game, 
so head rapidly for the next 

plane. 
Repeating this process on 

every plane you should 
finish in the docking bay — 
plant the final bomb and . . . 

wait and see!! 

NOTES ON PLAY 
VITAL: when planting 
bombs make sure that your 
'present location' as given by 
the Communiputer exactly 

Communiputer Keypad 

Functions 

oj 

7 
ITT 

L 
u 

-* 

at- -• / 

— 

V. 
5] _ 

A 
1 st 

* Indicates that figure in the code is altered Qode example: Character 6th 

- Indicates figure is not altered L7 ± 7 ± 7 V 

number into lizard symbols. 
Now go to the air plant, log 
on to the computer terminal 
there and enter this number 
into the air plant computer 
terminal using the keypad. 

This will reduce the 
frequency and efficiency of 
hostile robots. It also makes 
the screen turn a lovely 

shade of pink. 
Now head to the plane 

which is furthest from the 

matches that of the key point 
to be bombed. Failure to do 
this will result in extreme 
confusion (!) when the last 
bomb is planted in the bay 
and Donovan then finds he 
has to sit around until he 
becomes a Mikeburger. 

When strolling around the 

decks, remember that 
beamer pads always take you 
below any wall which they 
are adjacent to — they will 



sometimes be arranged to 
look otherwise (pads in 
vertical line, but the top pad 
in the middle of a passage). 
Any pad not next to a wall 
blocking the passage will 
take you UP. 

When searching for inter¬ 
plane doors remember: 

Outward doors take you 
from plane 4 0 and 
have RED insignia. 

r Inward doors take you 
from plane 0 and 
have YELLOW insignia. 

RECHARGING 
The laser may be recharged 
at 2 types of terminal: 

1) Two white vertical 
lines run from floor and 
ceiling to a black box 
with 1 white blob at its 
centre. Place Donovan 
so his head covers the 
single white blob. 

2) Outside the left-hand 
security door of labs are 
what look like bright 
horizontal fluorescent 
tubes. Place Donovan so 
his head is directly 
beneath the vertical 
(cyan) bar just beyond 
this. 

To recharge pull down on 
the joystick as if switching 
the Communiputer on, and 
hold until the laser power 
(the red line) is completely 
replenished. 

SECURITY DOORS 
(N.B. See diagram for 

explanation of 
Communiputer keys in 
security cracking.) 

One of the commonest 
problems when cracking 
doors is when you are left 
with all the characters 
similar except one. 

Use the keys to get the one 
character to either end of 
the code. Now us^ the 
following sequence, each 
time pressing the key 
mentioned until the one 
unusual character has been 
moved to a different place in 
the code (but there are still 5 
similar characters): 

0- to move it to 6th 

character (in code) 
2- to move it to 2nd 
character 
5- to move it to 3rd 
character 
1- to change the code 
until only the 1st and 5th 
character are unusual 
3- to complete the code 

NOTES ON FIRST 
GAME 
Here are a few hints to help 
play on the 1st game: The 
code for the Air Plant is Key 
1 followed by Key 2. 
The formulas are in the 
following labs: 

Plane 
4 
3 
2 
1 
0 

Lab location 
5,6 

15,4 
5,5 

15,2 
15,4 

A NOTE ON BASE 6 
In base 6 each digit in the 
2nd column represents 6 and 
the highest value in the 
column is 5. In the 1st 
column each digit represents 
1 but again the highest value 
is 5, so the highest number 
is 55 which represents 35 in 
base 10, (5*6) + (5*1). E.g. 
9 in base 10 is 13 in base 6, 
(1*6) + (3*1). 

Daniel Gilbert 



Play to WIN 
Since we gave it a 

Screen Star last 
month, Spindizzy has 

had us glued to the 
screen. The gameplay, 
based on the excellent 

coin-op Marble 
Madness, is classically 
addictive as you guide 

a sphere through 
networks of shapes 

collecting jewels. We 
were worried about 

the effect it might 
have on some of you if 

you couldn't finish it, 
so we asked David 

Conti and Adrian Bott 
to put together a little 
map and a few tips to 
help you on your way 

The following hints are to 
be used in conjunction with 
the accompanying map. 
Positions are shown by grid 
reference and switches 
referred to by appropriate 

letter. 

XI8 has a secret passage in 
the bottom left-hand-wall 
that leads to Y/18. 

In X/20 touch switch type D 
- the lift is now operational. 

In Y/20 touch switch type A 
then D- this produced a 
useful bridge. 

Kl/21 is the start of some fun 
on the trampolines. Go up 
the lifts and stop on the far 
end of the blocks. Now 
charge very fast onto the 
trampolines: you should 
bounce clear of the first 
room of eraser switches and 
land on the next set of 
trampolines which spring 
you into 11/21. Proceed into 
11/20 and touch switch type 
D — use the ramp to exit the 
room, or the reraser switches 
will negate your hard work. 
The switches you have are 
used in 11/22 to help you get 
the jewel. 

In Y/10 activate switches 
type F and H: these start two 
lifts, which have to be 
started at different times if 
they are to be used 
successfully. In Cl/13 
activate switch type I — the 
lift will start to move. Stop it 
with switch type K when it is 
level with the top block. If 
your positioning is correct, 
you should be able to roll up 
the ramp and on to the lift. 
Below you are a pair of 
eraser switches which must 
be jumped over from the lift. 
If this is successfully done, 
go to Dl/11 and use switch 

type D. A bridge and a gap 
in the wall should appear 
. . . this opens up a new 

area! 

In Q/15 use switches type 
D and F to activate lift in 
Q/16 and to create an exit 
bridge in R/16. In Q/2 use 
lift to go up then carefully 
touch switch B. Another 
bridge is created. Use this to 
enter Q/3 and use switch 
type D to create yet another 
bridge . . . .Use this to 
enter Q/4, and use the 
trampolines here to bounce 

you into Q/5. 

In 0/15 touch switch type 
H then descend ramp in to 
M/14. In M/14 touch switch 
F. Now go down steps and 
into 0/16 — you should 
notice a large ramp has 
appeared. If you go up this 
and use switch J it will open 
a door in M/15. But first go 
to N/13, up the ramp and 
jump on to the large set of 
blocks with the jewel. Go 
down the small ramp and 
jump through N/14 and N/15 
as fast as possible. You 
should end up in N/16. 
Here, touch switch type B — 
this starts the lift in M/15. In 
M/15 go up the lift and 
touch switch type I. Leave 
the room, go to 0/14 and up 
the ramp into 0/13. Use the 
lift to reach the other 
platform. Now fly off the 
platform as fast as you can 
and on to the trampolines — 
you will bounce into the next 
locations. You should land 
on the isolated platform in 
0/16. Touch switch type D 
(which helps in room 0/14) 
and use the steps to go 
down. Now go to P/14, up 
the ramp and into 0/14. Use 
the switch, which starts the 
lifts in M/14. If these are 
used correctly, you will be 
free to explore again. 

In W/25 go up the ramp 
and then carefully into X/25 
From there go to X/24 and 
use switch B, go down via 
lift and then roll on to 

catwalk at screen left. 
Proceed to X/28: stay on the 
raised blocks to avoid the 
eraser switches. Now head to 
V/28, where you will notice 
a ramp that leads to V/30. 
Get a long run up and jump 
into this room. 

From V/30 go to V/31 and 
use trampolines to enter 
W/31 and U/31. Activate 
switch B in W/31 and D in 
U/31. Now, with both 
switches, go to V/32 and use 
lifts to get to switch. This 
switch creates a ramp in 
U/31 — use this to jump into 

S/31. 
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Play to WIN 
Welcome to Play to ( 

Win. We've moved it 
from the supplements 

to the magazine. Each 
month we'll be 

mapping a popular 
game, and bringing 

you a selection of 
pokes, cheats and 

advice on software 
across a whole range 

of machines. 

COMMANDO 
C-16 

CHARGE STRAIGHT 
TO THE DOORWAY 

AND SHOOT 
ROCKET MEN 
BELOW THEN 

SHOOT WINDOW 
MEN. 

4. 

ROCKET MEN TO 
THE LEFT, GET 

ABOVE THEM, THEN 
ITS UP TO YOU. 

3. 

MAKE IMMEDIATE 
RUN TO POINT 

GIVEN AND THEN 
TAKE OUT 

TRENCHES. 

2. 
AVOID ROCKET 

MEN. MOVE RIGHT 
TO THE TOP AND 

SHOOT DOWN. 

PICK OFF ENEMY IN 
ORDER ONCE AT 

THE TOP. 

I—, 
A-—I 

IfL 
iA 

STARTING POINT A 

ROCK O 

BRIDGE 

ENEMY TRENCH e 

DIRECTION OF TRAVEL — 

KILLING ORDER OF ENEMY. 
(SEE NO. IN STAR) 

We kick off this month 
with a map of the 

alien mothership in V and 
back this up with a pile of 
pokes to take the strain out 
of your gaming. There's 
tips too on Nodes of Yessod. 
Kung Fu Master and Time 
TunneL plus a few helpful 
bits and pieces. 

We'll be doing most of 
the work, but we also want 
to hear from you. We want 
your tips and hints and 
we'll pay you fair and 
square in the hand. If we 
print anything you send in 
— and remember it must 
be original and up-to-date 
— we'll give you the choice 
of one of the latest games 
or a fiver. You can't say 
fairer than that can you? 

KUNG FU 
MASTER 
Richard Allen has the 
upper hand on Kung Fu 
Master and decided to 
impart to us his 
knowledge of the 
guardians. 
1st Floor. There's a man with 
a stick who confronts you. - 
Run straight at him and go 
as far forward as you can. 
He will then move back. 
Kick him twice and then run 
forward, he will move back 
again, and so on. 
2nd Floor (Man with 
boomerang) 
You can tell if this guy's 
going to throw it high or 
low. If he's going to throw it 
high, run in towards him 
duck down and kick him 
until he falls. If he throws it 
low, stay back, jump over it 
then run in and kick him. 
3rd Floor (Giant) Duck down 
and when he comes towards 
you, you do a lot of leg 
sweeps until he falls. 
4th Floor (Magicians) Use 
the punch here. Take the 
one on the left first and then 
the one on the right 
dropping down to punch to 

his body. 
5th Floor (Kung Fu Master) 
Use every sort of move on 
him except the jump punch. 

G-Force member James Pickering has generously offered to share a few of 

his pokes for C16 titles. 

ROCKMAN 
When you are in room 1, the exit usually takes you to room 2, but if you alter 
the machine code it could be any room, the music also changes. M1E70 

change B3 to B5: SYS4128 runs the game. 

XARGON WARS 
Start the game at Xargon 09 M2A50 change B3 to B9. SYS7296 runs the 

game. 

MR. PUNIVERSE 
This tip takes out the cannon and levels out the pulverisers. M15F0 change 

B2 to B9: SYS6900 runs the game. 
Also in Mr Puniverse you can jump backwards at great speed and walk 

through walls backwards, so you can get onto all different screens. 

M2170 change 38 to 39: SYS6900. 

And now if you'd rather let your fingers do the talking in gamesplaying 

here's a few pokes to give you that added edge. 

COMMANDO 
After a full reset, POKE 2225, 240 and SYS 2128 to start the game with extra 

lives. 

WIZARDRY 
Type LOAD, when small bit loads, type POKE 1011,248:POKE 1012,252 

(RETURN) RUN 
When NOVA loads, 64 will reset. Then 
POKE 2969,0 (RETURN) 
SYS 2816 (RETURN) 
The four slow sections will load. After they load, type 
POKE 3216,255:50766,255 (RETURN) 
POKE 3264,234:3265,234 (RETURN) 
POKE 27214,234:50151,234 (RETURN) 
POKE 50152,234:50153,234 (RETURN) 

SYS 2970 
These pokes will give you more energy and stop most of the nasties from 
killing you. Thanks to Bruno Jackson, Lancaster. 

BLACKWYCHE 
David Fairweather of Darwen in Lancashire has sent us some pokes for 

infinite energy in Blackwyche. 
10 SYS 63278: POKE 830,100: POKE 831,174: POKE 832,102:SYS 62828 
20 FOR A=679 TO 767: POKE A, PEEK (25088+A): NEXT 
30 FOR A=828 TO 1200: POKE A PEEK (25088 +A): NEXT 
40 POKE 990, 141: POKE 991,74: POKE 992,18:SYS 1024 



• Tips 

NODES OF 
YESOD 
Play from the keyboard 
because some of the 
jumps require pixel 
accuracy. In general 
don't stand around for 
long periods and use the 
pause facility frequently. 

There are three main 
types of nasties in the 
game: 
• 1) Monsters that can be 
destroyed, such as spring 
monsters, bugs, crystal 
clouds and whirlwinds. Use 
the mole to destroy them as 
this does not drain your 
energy. 

• 2) Indestructible 
monsters. These are horned 
demons, rock monsters, 
repulser plants, fish, worms, 
liver birds and cockroaches. 
Contact with these will 
bounce you all over the 
screen draining large 
amounts of energy. The mole 
has no affect on these so 
they're best avoided where 
possible. Their movements 
always take place along 
fixed paths so they can be 
dodged with a bit of timeing. 
• 3) Alien spacemen. Your 
only defence is to leave the 
screen — they won't follow, 
or place an anti-gravity stick. 

Gravity sticks: are acquired 
with extra lives. These 
destroy all killable monsters 
but should be saved for the 
alien spacemen. 
Mole Mode: Once the mole 
starts to eat into a well you 
are powerless to recall it, 
therefore before activating it 
try to hid in the lee of a 
plynth or under a low stone 
outcrop which tend to 
deflect many of the monsters 
that home in you. 
False floors: the edge of 
these can be found as the 
mole is able to sink into 
them. 

Updraught chute. In here 
you move through many 
screens safely. You can rise 
up the chute simply by 
jumping from the bottom. 
Beware though as you will 
gravitate to which ever well 
you are facing. If this doesn't 
contain the mole hole you 
entered through, you will 
reach the roof and then 
plummet rapidly to lose a 
life. 

TIME 
TUNNEL 
Justin Stoddart from Grays, 
Essex wrote to us with some 
hints to help you through 
some of the locations in US 
Gold's Time Tunnel. 

STONEHENGE 
Get the stick and shoot down 
the two small rocks with your 
lightining which are at the 
top of the screen. Take them 
all to the round boulder 
blocking your path on the 
left. Put the stick up against 
the boulder, then climb to 
the top platform with the two 
rocks and drop the large on 
first then the small one. The 
boulder should now move. 

Go along to the cave on 
the next screen, the 
scripture is in a cave. 

place it in the cross shape to 
the right of the safe, then go 
through the door that opens 
(before this get the oxygen 
tank from the California 
Gold Rush (where the lift is). 
Put the triangle key found in 
the safe in the bottom of the 
first pad. Put the oxygen 
tank on the same pad as you 
and the transport to the 
moon the piece of scripture 
is in the top right hand 
corner. 

COLONIAL SALEM 
Get the broom from the shop 
plus the second potion and 
take them to the log house 
on the left. Firstly get the 
brown cauldron from the 
spaceship. Then put the 
cauldron in the fireplace, 
put the broom in the 

cauldron and the two potions 

and a bat that you can shoot. 
Fire at all this twice then 
jump on the broom go out of 
the house over to the island, 
the piece of scripture is 
under a rock, so is the way 
back to Gnome Mansion. 

MAGICAL PERSIA YIE AR 
Take the glass from the 
mansion and place it next to 
the flask of wine where the 
woman is, drop them, the 
woman will come down and 
give you a key you need to 
get the dynamite from the 
safe aboard the spaceship. 
With this and the lantern 
blow up the large boulder. 
Take the lantern through the 
hole with you and get the 
lamp from the room. Take 
the lamp to the basket and 
shoot the lamp. Open the 
basket and play the flute to 
the snake. 

INTERGALACTIC 
SPACESHIP 
Pull the two levers in the 
spaceship go back to the 

control panel and take the 
cross from it. Go to the right 
through the foor and open 
the safe. Take the cross and 

KUNG FU 
Lots of people have had 
trouble getting past the last, 
and toughest fighter called 
'Blues' in Ocean's Yie-ar 
Kung-Fu. Here's how Fu 
Sang Li from Cheshire does 
it. 

When you get on to Blues, 
do not move from your 
position. Just before he lands 
next to you, pull down your 
joystick and keep on hitting 
the fire button like mad (and 
I mean like mad). If your 
joystick has auto-fire, then 
use it! If Blues decides to 
move to left or right then 
quickly move the joystick 
slightly to the opposite 
direction, and keep hitting 
the fire button. If you follow 
these instructions correctly, 
then you should be able to 
beat him (my highest score is 
3,847,600 points). 

Play to WIN 

Here's a few quickies 
for you • • • 

RAMBO 

For Rambo fans struggling to 
beat the enemy helicopter, 
plug in two joysticks and 
push one forward and the 
other back to get a turbo up 
the screen. 

ACE 
This one's for ACE players: 

climb to around 50,000 feet 
after take-off and then go 
into a nose dive at full 
speed. When you reach 
18000 throttle right back, 
velocity should reach around 
20,000 — pull out of the dive 
with no thrust. The plane will 
then fly at 2000 without 
using any fuel. 

TOM THUMB 

Here's one for C16 owners, 
from Paul O'Brien of 
Salford. If when you play 
Tom Thumb you find it very 
frustrating to get sent back 
to the beginning every time 
you lose a life, instead of 
pressing fire to restart pull 
back on the joystick. This 
will result in you being put 
back to the place where you 
last picked something up or 
opened a door. 

T 
WINTER GAMES 
To achieve massive distance 
in the Ski Jump in Winter 
Games just follow Dutch 
reader Ruud van Spanje's 
tip. As soon as you take off 
wiggle your joystick round 
and round (like cycling in 
Summer Games II) to 
achieve a huge jump. 

Send your pokes, tips, maps etc to: Play 
to Win, Commodore User, Priory Court, 
30-32 Farringdon Lane EC1R 3AU. 
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 CBM 64 AND 128 • TRANSFER ALL MAJOR TURBOS • AUTOMATIC • NmJSERJCNOWLEDGE 

COMPARE THE REST WITH THE BEST 
NOW DOSOFT OFFERS YOU EVEN MORE! 

MegaTransfer 

Disk V.4.0 
Before you decide which tape-to-disk utility 
to buy, consider if it gives you: 
• Full conversions of Multistage 
Programs to lpad from Disk • Fifteen top 
titles including the latest sports, flight and 
fight simulations. No more tape winding! 
No other utility of any description can offer 
this • General purpose transfer 
routines for the major turboload 
systems Nova, Burner, Visiload, Flash 

j and Pav (including the very latest Pavloader 
I as used on current chart toppers) and more. 

These routines will transfer programs which 
won’t normally load with the Disk Drive 
present. • A huge collection of specific 
routines for individually protected 
programs, all accessed via an easy Menu 
System. • A program identifier, and the 
classic Diskus 1.2 to transfer your vintage 
slowload collection. 

MegaTransfer V.4.0. is economical 
of Disk Space, transferring only the actual 
program material. Transferred programs will 
reload at over four times the normal rate 
with the incorporated Disk TurboIx>ader, 
which also allows your existing disk 
programs to be fastloaded from disk. 

MegaTransfer V.4.0 is vastly extended 
from previous editions. Despite claims to 
the contrary, it will transfer programs 
which no other utility will handle. 
Beware of similar sounding utilities, 
which consist almost entirely of disguised 
versions of our old material. If you want to 
be up to date, you need MegaTransfer, the 
real Turbo Smasher’. 
At press time, all advertised 
Tbrbo-to-Disk software 
originates from DoSoft. 

MegaUtility 
Disk V.4.0 

£17 

WITH TEN 
FREE DISKS 

w NEW AlphaLoad disk TbrboLoader for 
games etc. Add this five block program to 
each disk and your programs will load at 
over four times the normal rate. No menu is 
required and you don t have to load 
Alphaload separately. Much improved over 
previous versions. • Programmer s 
ThrboDisk Utility. Fast load, save, and 
verify. Works with all device numbers. 
Displays program start and end addresses. 
Includes easy DOS commands. Compatible 
with most expansion cartridges. • Whole 
Disk Copier backs up an entire disk in 
under three minutes. • Turbo File Copy 
selected files from Disk-to-Disk. Reads and 
writes at five times normal speed. 
• Nibble Disk Copy backs up most 
protected disks in just five minutes. Reads 
and writes all errors automatically. • Fast 
Format. Format your disks in a fraction of 
the normal time. • Disk-to-Tape Plus. 
Transfer a wide variety of single and 
multipart disk programs to tape with 
visible screen/stripe border turboload. 
Includes professional mastering scheduler. 
An interesting program (not for protected 
disks). • MegaUtility Disk is supplied 
complete with 10 FREE 3M Blank Disks 
(with plastic box, as 
specified in this ad ), 
for just £17.00. How’s 
that for value! £17 

m MegaTape 
zH Super Value 

w Our famous tape utility for One 
Datassette (or equivalent). No additional 
hardware is required. MegaTape 
comprises: • Tape-to-Tape transfer 
routines: A vast collection for the major 
turboload games • Simple to operate, 
MegaTape handles a vast range 
of different fastload systems, and even 
increases loading speed in many cases. 
• Features our Visi-Screen, Stripe 
TbrboLoader • The most powerful 
Tape-to-Tape software ever devised. • RBS 
Plus. Our classic turbo conversion utility 
gives a new lease of life to your vintage 
slowload tape collection. Converted 
programs load independently at SEVEN 
times the normal rate, C A 
with Visi-Screen Stripe JL. L| 
TbrboLoad. Also handles Qw M 
old RBS and Fastback 

AND 
SAVE a 
MONEY JLl 

• Buy MegaTransfer and MegaUtility 
together (price £34.00 including 10 FREE 
Disks (& Box) and receive MegaTape (on 
disk) and our praised sprite library/editor 
(Pro-Sprite) absolutely FREE! 
• Purchasers will receive details of future 
updates and can buy new DoSoft Programs 
at advantageous prices. 

Existing customers: send any DoSoft 
Instruction Sheet (disk or tape) and Twelve 
pounds only for Megatransfer Disk V.4.0 

3M Disks at 
Low, Low Prices | 

Why buy unlabelled, unbranded disks of 
uncertain origin and specification? 
• We offer top class, 3M Disks bearing the 
manufacturer’s label, at an unprecedentedly 
low, low price • Specification SS/DD 
744D-0, suitable for all 5 >4 " drives • 
Complete with labels, write protect tabs, 
Tyvac spun acrylic sleeves and a FREE 
Flip/File High Impact Plastic Storage 
Box worth £2.7* Our Inclusive Price is 
just £12.50 per box often. 
No extras. No catches. "J Sj S Q 
This is the price you pay, ^ . 
UK POST FREE. CVA 

We take a 
bite out of 

_Disk Prices! 
How to get your DoSoftware 
Please send cash/cheque/P.O. with order 
for fast despatch (SAE only for full details). 
Send off now to: 
DoSoft (Dept CU), 2 Oakmoor Ave, 
Blackpool, FY2 0EE 
UK Postage included. Europe add £0.75, or 
£2 if order includes Blank Disks. Overseas 
add £1.50 for Airmail, or £3.50 if order 
includes Blank Disks 

DoSoft 
You’ll Do it Better 

with DoSoft 

FAST DISK UTILITIES • LOADERS • 3-MIN DISK COPY • FAST DISK FILE COPY • FAST FORMAT 

COMPREHENSIVE, DEF riVE, COMPREHENSIVE, DEFINITIVE, AUTHORATIVE, 

ks books books books & software. 
500+ pages on the 3 
models of the Cl 28- 
presents operating 
system details and 
explains the graphics, 
chips, memory 
management unit and 
commented listings of 
kernal.Usethe 1 
interrupts, 280 & ROM peripherals & ports, sound, 
music & graphics modes, I/O routings and much 
more. 

£12.95. 

C-1571 
anatomy 

Continuing from the 
world beating bookThe 
Anatomy of the 1541, this 
explains in depth the 
1571 disk drive. Covers 
sequential and relative 
files, direct access 
commands, describes 
important DOS routines • 
plus provides fully commented DOS listings and 
much more! 

£12.95. 

Get more from Cl 28. 
Create character sets, 
use Cl 28 FAST mode, 
use ROM routines — this 
book is full of practical 
Info. Covers banking & 
memory configurations, 
VIC-II chip registers, 
windows, multiasking, 
command extensions, important memory 
locations & many sample programs. 

£12.95. 

C-128 
TRICKS 
&TIPS 

expanded/revised & more books! 
anatomy 

OFTHE 
ftl 1541 
DISKDRD/e 

This in-depth guide for 
the Commodore 1541 
disk drive owner, 
unravels the mysteries of 
using the 1541 for 
programs, sequential 
and relative files with 
plenty of working 
examples. This book 
includes several useful utilities — DISK 
MONITOR, FILE PROTECTOR, BACKUP, MERGE 
and more. The Anatomy also discusses the 
interals of the Disk Operating System with 
complete, fully documented ROM listings. 

& software.... 
BASIC COMPILER 128.£49.95 
SUPER C.£69.95 
SUPER PASCAL.£49.95 
NOW RELEASED — DBASE 2 FOR £119.00 inc. 

A comprehensive look at 
this new, exciting 
hardware. A must for 
every user or potential 
user! 

the 
first 

AMIGA 
BOOK 

CALL 07357 5244 for your free catalogue or 
cut out the coupon below. We also take 

Fx ^ or orders. 
Mail order is postfree! 
Please fill in the coupon and send to: 

FIRST PUUI ISHING I 
FIRST SOPTWARE 

Mease tin in me uuupui i eu iu oci iu 
First Software, Unit 20B Horseshoe Road, Horseshoe Park, Pangbourne, 
Berkshire RG87SW. 

Name_ 

Address. 

Or ring Michelle on (07357)5244 



# Business 

Part One 

Superbase is probably the 
most popular and the 

most sophisticated 
database around for the 

64 and 128. But the 
more a package can do, 
the more you’ll need to 
understand about it. We 
start a two-part series 

this month, showing you 
how to make full use of 

this sophisticated 
program. We asked the 

technical department at 
Precision Software to 

come up with answers to 
questions most often 
asked by Superbase 

users. 

SUPERBASE by 
Geof 
Wheelwright 

7 How can I use Superbase 
to generate records with a 

■ unique number in a 
particular field? For invoice 
numbers, for example? 

The following program will create a 
new record with invoice numbers 
stored in a key field called 'key?' the 
key field is four characters in length. 
The numbers are placed in the key 
field of a new record and then that 
record is stored. In order to keep the 
file in order the numbers have 
leading zeroes placed in front of 
them to make sure they are stored in 
sequence. 

The program also makes use of a 
command called 'check': this 
command is used here to ensure that 
there is a field called 'key' in this 
file. If you want to avoid running the 
program on an incorrect file, you 
must give the key field a name that 
is not shared by a field in any other 
file. If you have selected the wrong 
file, the program will display the 
message "you are in the wrong file", 
ask for the correct file name and re- 
execute itself. 

10 set "store":rem get last 
number 

20 b=va1(b$):rem convert string 
to real number 

30 b=b+1:b$=str$(b):b$=mid$ 
(b$,2): b$=rights$(("0000"+ 
b$), 4): rem make key with 
new number 

40 check "lf2]M: display "you 
are in the wrong file": 
wait:file:run 

41 clear: [f2]=b$ 
45 store:select b$:select r:rem 

store 
50 dump "store" 
100 ask "Another";a$:if 

a$="Y"or a$="y"then goto 
20 

110 if a$="n"or a$="l\l"then 
menu 

130 display @+"lncorrect 
Response, Retry": goto 100 

Before running the program it is 
necessary to set a starting value for 
the variable B and to store it in a 
file called 'store'. To do this, type 
the following on the command line: 
clr.b$="0000":dump"store" 
and press RETURN. 

A file called "store" will be 
created using b$. This program is an 
example only. In order to take full 
advantage of the full power of 
Superbase, you will need to learn to 
use such routines in programs 
specifically written with your needs 
in mind. Use of the programming 
section of the Superbase manual, and 
any book on Basic programming will 
help you develop your skills in using 
Superbase. 

? Every time I use Superbase 
I have to set my own 

■ margins and printer 
definitions. Can I do it in a 
simpler way? 

Yes. Edit the 'start' program on your 
work disk. When Superbase first 
looks at your work disk it uses the 
start program to set all the default 
values for page layouts and printer 
interfacing. The start program may 
be edited and saved back to the 
work disk. Now each time that disk 
is used, your custom default values 
will be set up automatically. 

In the same way, the start 
program can be used to present a 
menu, enter a specific file or 
database, perform a report, update a 
set of records or just about anything 
else. All this may be achieved just by 
editing the start program. 

7 When I use the labels 
program and I don't want 

■ to use an existing layout I 
get 'file not found error'. Why? 

Early copies of the labels program 
had one part only. Later copies have 
a second part called 'makelabels'. It 
is this part that cannot be found. To 
correct this, transfer makelabels to 
your work disk. 

?Can I load data into 
Superbase from another 

I database or from a word 
processor? 

Yes, providing that a sequential file 
of known format is used with the 
import command built into Superbase. 

The key thing to remember is that 
the file format and the arrangement 
of data in the disk file must 

correspond exactly. If they do not, 
the operation will become 
unsynchronized and fail. 

?Why do I only get half a 
page when I use the 

■ screen dump command for 
the third time? 

The screen dump option is sometimes 
thought by naive users to be the 
main way of obtaining printed copies 
of records. In fact it is intended as 
an occasional convenience. However, 
there are circumstances in which the 
screen dump is valuable, when you 
want hard copies of your record 
formats or memo screens or help 
screens. A simple CRTL-P normally 
suffices, but you may find if you use 
the function repeatedly that every 
third CTRL-P seems to fail. 

The reason is that Superbase 
counts the printed lines against the 
current value for 'TLEN', normally 
60. As the length of format and 
memo screens is 23 lines, two 
CTRL-P's take the counter to 46, 
leaving insufficient room for the third 
screen. The solution is to set 'TLEN' 
to 46, which causes Superbase to 
start a new page after every two 
printouts. 

The CTRL-0 option is not available 
in all versions of Superbase. It is 
similar to CTRL-P, except that the 
top two lines of the screen are also 
printed. The option is intended to 
facilitate documentation of the 
system. Note that you would have to 
set 'TLEN' to 50 to permit repeated 
printout with CTRL-0. 

?When I delete records I 
don't release any disk 

■ space - why? 

Superbase compacts data and 
allocates space in half blocks. This 
means that retrieval is fast and 
storage is economic. But, it also 
means that if only half a block is in 
use after a delete, the whole block 
needs to remain allocated. 

To regain and compact deleted 
record space use the utility program. 



CalKit describes itself as 
the “complete problem 

solving software 
package” - problems of 

the financial variety, 
that is. It claims to let 

you use your Commodore 
64/128 to come to grips 
with nasties like Income 

Tax, balancing your 
cheque-book, planning 

budgets and many more 
sticky money problems in 

the home or small 
business. 

CalKit is an unusual piece of software 
that looks like a spreadsheet but acts 
like a series of financial programs — 
intended both for the home and the 

office. 
But the idea is really pretty simple: 

rather than just offering a bog- 
standard spreadsheet (of which there 
are now a large number for the 64) or 
the usual collection of checkbook 
balancer, investment portfolio 
manager, budget planner found in other 
'specialist' financial 'bundles', 
Batteries Included decided to combine 

the two. 
The result is a spreadsheet which 

comes ready-made with 20 different 
'forms' to solve what its authors call 
'home, school and business problems'. 
It comes in the high standard of 
packaging we have come to expect 
from both Batteries Included and 

Cal-Kit — a set of 
ready-to-use 
spreadsheets to 
solve your money 
problems. 

Ariolasoft (the UK importer responsible 
for bringing in so many US 64/128 
business applications into the country), 
with joystick-port ROM 'key', disk and 
manual in a sturdy plastic box. 

Although the software comes with 
only one disk and no back-up copy, the 
use of a ROM key to ensure against 
copy protection means that you can 
make as many back-up copies as you 
like of the software. There's no danger 
of you passing those copies onto 
friends, however, as they won't run 
without the ROM key plugged into the 
joystick port - but it does mean that 
you shuld never be prevented from 

▲ Do you really need to know how much your 
corn popper costs to run? 

using the software due to a physically 
damaged master disk. 

Once you've loaded the software, 
the screen looks very familiar. The 
majority of it is taken up with a 
standard-looking 40-column 
'worksheet' with cells defined in the 
A1,B1 ... etc convention - cells A1 
to D18 can be viewed on-screen at this 

point. 
The difference is, however, that the 

top five lines of the screen are taken 
up with non-standard spreadsheet 
information. The top line shows the 
actual contents of a cell (cell 
references, formulae, etc), the second 
line deals with 'option messages', the 
third with telling you essential details 
such as how much free memory you 

have left, the fourth with menu options 
(i.e. Load, Save, Print, Disk and Quit) 
and the fifth to actually allow you to 
type in commands from the fourth-line 
menu. 

The top-heavy screen information 
structure probably takes up a little 
more space than it needs to - and 
when combined with the optional 'help' 
system at the bottom of the screen - 
leaves you little room to actually look 
at what you're working on. Although a 
spreadsheet is inevitably only a 
'window' onto a larger piece of work, 
the more you can see of that window, 
the easier it is to work with. 

The real advantage of CalKit over 
any other spreadsheet, however, has 
to come in the many predefined 

Cheque book balancer lets you keep tabs on 
your family spending. 

9MM 

750.00 759.01 
i m«m if 2.£I 
05.00 §1*11 

100.00 45*§f 
125* 88 . 20T.08 
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1535.8# lii? * T3 
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NEWS 
Paperclip gets Spelling 
Checker 
Ariolasoft has just announced an enhanced version of 
New Paperclip (reviewed in the May issue). The new 
package contains the Spellpack spelling checker, 
available both in 64 and 1 28 mode, on the same 
disk. Of course, you'll have to pay a little bit more for 
it, £59.95 in fact. Spellpack's dictionary comes in 
two parts: the core dictionary has 1 5,000 words 
whilst the user dictionary is empty ready for your 
own words to be added. Dictionary contents can be 
viewed and printed too. More details from Ariolasoft 
on 01-836 3411. 

Timeworks for 128 
Timeworks, one of America's leading producers of 
64/1 28 software, has set up shop in Britain and has 
released U.K. versions of its acclaimed disk-based 
C-1 28 business programs. Packages on offer are the 
Swiftcalc 128 spreadsheet, the Data Manager 128 
database. Word Writer 128 and Sideways. They all 
work in 1 28 mode and can be interfaced with each 
other to form a complete system. 

The spreadsheet, database and wordprocessor will 
cost £60 each, with Sideways coming in at £35. 
Sideways (as the name suggests) lets you print out a 
complete spreadsheet horizontally on paper — the 
text is rotated 90 degrees. It also has a variety of 
type sizes. We're all set to review them next month. 

Graph Paper 
Ariolasoft must be convinced that the 64 has a 
glowing future in business. Yet another package it's 
imported from the States is B/Graph, described as a 
professional graphics-charting and statistical analysis 
program. Use it in sales, marketing and general 
administration to impress customers or your boss. 

B/Graph offers a wide variety of graph types, 
including bar, segmented bar, point, line and pie 
charts. It also supports popular printers like the 
Epson, Star, NEC and Okidata range. All in all, this 
has to rank as one of the better graphics packages for 
the 64 and is well worth a look, especially at the 
price of £29.95. • CalKit 

• Commodore 64/128 
• Ariolasoft Ltd 

68 Long Acre 
London WC1 
01-8363411 

• Price: £34.95 (disk only) 

spreadsheets which actually com 
with it. These include: 
• Home Budget - a home budge 
form with categories already create 
for most common household cost; 
incomes and expenses. It features tw 
columns for each month - one wit 
your budgetted expenses an 
incomings and the other with you 

actual, allowing you to easily compare 
the two. 
• Check book - the ubiquitous 
electronic chequebook balancer makes 
yet another appearance here. But, this 
seems a slightly more basic 
spreadsheet model than is really called 
for. 

• Electricity calculations - by 
entering the number of hours of 
electricity consumed by your most 
often-used household appliances and 
their power drain, this sheet claims to 
allow you to optimise your electricity 
usage. Again, it's not something that 
would have been too hard to figure out 
yourself. 

Although I would like to think that 
these pre-programmed sheets and the 
others that are included in this 
package are somewhat a leap forward 
for spreadsheet designers, I can't help 
thinking that this is just a clever way 
of re packaging a pretty non descript 
64 spreadsheet. 

I also couldn't help feeling that 
CalKit still had an American feel about 
it. References are made to the 
'utilities' category in the Home Finance 
spreadsheet, but 'utilities' is an 
American term commonly used to 
describe charges for heating, gas and 
electricity. 

Also, it's worrying that such a 
package should ignore such essential 
U.K.-orientated problems as VAT 
calculations. This suggests that not 
enough effort and attention has been 
paid to Anglicising the program - it 
really isn't good enough. 

The real problem is that CalKit 
appears to be a bit of a mystery 'grab- 
bag' of pre defined elements - none of 
which really grabbed me. At the price, 
however, it's not a bad general- 
purpose spreadsheet and is suitable for 
most lightweight calculation work. 



commodore 
This month there’s good news... and there’s bad news! The bad news 

O ) Is the 1280 price Increase (but we’ve Increased our discount to soften 
/'"'A the blow!) The good news Is our super summer price offer on all Vlza 
^ ' products... lowest ever SuperBase prices... and more great 128 books! 

■ Commodore 128D computer £539.95 ■ Commodore 128 computer £249.95 

■ 128D plus 1900M monitor £639.95 ■ 1901C monitor 40/80 colour £27995 

■ 128D business system £969.95 ■ 1900M monitor 40/80 mono £139.95 

(128D ♦ 1900M ♦ MPS 1000 ♦ Microclerk) ■ RS232 or Parallel Interfaces £29.95 

■ Commodore 1571 disk drive £259.95 ■ 128/IEEE + Parallel Interface £79.95 

1 year guarantee on all Commodore products. Prices subject to availability. VAT included. 
Please add £5 for 3-day delivery or £10 for Datapost overnight Interfaces post free. 

VIZAWRITE ^ vizaWrlte Classic 128 is a much enhanced successor to the 
best-selling VizaWrite 64, which THE TIMES featured in three 
articles, calling it ‘a creative writer’s dream!’ VizaWrite Classic 

is certainly the best wordprocessor we’ve yet seen on any 
computer, ever! Written specially for the 128, VizaWrite Classic 

makes maximum use of the speed, memory and 80-column 
display, showing your document exactly as It will be printed... 

with a 30,000 word disk dictionary, massive 55K text area, proportional printer support 
plus bullt-ln NLQ fonts for CBM/Epson type printers, easy-to-use ‘pull-down’ menus, 
full function calculator, ‘newspaper style’ columns, mall merge... and much, much more! 

FANTASTIC SUMMER SAVINGS ON ALL VIZA PRODUCTS! 

| VizaWrite‘Classic’128 £76.95 ■ VlzaStar 128 i2Sh#> £96.95 

| VizaWrite 64‘Professional’£49.95 ■ VlzaStar 64 XL8 £76.95 

| VizaWrite 64 (cartridge) £69.95 B VlzaStar 64 XL4£66.95 

<$^^6 4 
Transform your Commodore 64 into a full 
featured professional database system, 
with up to 1000 characters per record on 

up to four screens... and up to 128 Items 
per record, definable as key, text, numeric, 
result or date... in files of up to 16 million 

characters! SuperBase 64 even has calculator and calendar functions, easy Input 
from word processor or data files, both menu-driven and program control, sorting 

and searching, fully definable report and screen formats... Superbase 64 is essential 
if you want the most from your 64! Supplied on 1541 disk with excellent tutorial 

and reference manual, plus audio learning tape... 

BEST EVER SUPERBASE PRICES! 

| SuperBase 64 

| SuperBase Plus 4 

| SuperBase 128 

£54.95 ■ SuperBase: The Book £11.95 

£54.95 ■ SuperBase CBM 8096 2£l15.oo 
£64.95 M SuperBase CBM 700 230^0 £l15.oo 

Tricks & Tips for the 128 
A 300-page treasure chest of easy-to-use 

practical techniques for your Cl28... packed 
with ready-to-enter BASIC and Assembler 

listings, carefully explained, and full of useful 
Ideas for you to try! You’ll see how to run 

64 programs at 128 speed, how to work with 
graphics and multiple screens... You’ll see 

how to alter the character set, print or display 
banner titles, add extra function keys, 

protect and restore your programs, redefine 
the keyboard, add new Basic commands 

and much more... all for only £12.95! 

&PE, 

Are you a two- 
flnger typist? 

Then why not let 
SuperType help 

v you learn to touch- 
type the fast and easy way... with your 

computer as the teacher! All the family can 
learn this useful skill, at their own pace... 

and profit from the very latest computer- 
aided training and feedback techniques! 

ON TAPE £16.95! 

ON DISK £21.95! 

Presenting the Amiga 
If you want to know why there’s such a 

fuss about the Amiga, this book tells all! 
A complete run-down on this amazing 

machine, It reveals the secrets of Amiga 
Basic, Amiga DOS, Intuition workbench, 

plus mice, Icons, speech, sound... £9.95! 

The Anatomy of the 1571 
Exploit the full potential of your disk drive 
with this 300 page In-depth guide! Fullest 
coverage of sequential, relative and direct 

access filing, CP/M, DOS routines, circuitry 
and a fully annotated ROM listing... £12.95! 

The Anatomy of the 128 
With nearly 500 Information-packed pages, 

this Is THE book to get about your new 
Commodore 128... the Insider’s guide 

to the secrets of this powerful computer! 
Fully documented ROM listings of both Basic 
and the Kernal... memory maps... zero-page 

listings... ports, interrupts, boot routines... 
SID, VIC, Z80 & 80-column chips... memory 

management... assembly code... enlarging 
the screen ... 640 x 200 graphics... all this 

and much more for only £12.95! 

1128 Basic compiler 
I Super ‘C’ 128 
I PetSpeed 128 compiler 
I MicroClerk 128 
I Commodore Script 128 
I Superscript 128 
I Superscript 64 
I SuperBase Starter 64 
I Super Pascal 64 
I Basic 64 compiler 

49.05 £44.95 
■64.95 59.95 
-4965 44.95 

99.99 
49.99 

09.95 69.95 
-5965 49.95 
-9965 29.95 
49.05 44.95 

-4965 44.95 

■ Simon's Basic 64 (cart) -5966 £35.00 
■ PetSpeed 64 compiler 50.00 34.95 
■ Oxford Pascal 64 -4965 42.95 
■ Oxford Pascal (tape) £9.95 19.95 
■ JetPack 64 compiler ■0965 29.95 
■ JetPack (tape) 14.95 
■ Assembler/monitor 64 ■19:99 16.95 
■ PowerPlan 64 ■44.99 38.95 
■ Practicalc II 6965 49.95 
■ Master 64 6960 39.00 

WANT IT TOMORROW??? CALL US TODAY!!! ON 01-546-7256 

Prices Include VAT and POSTAGE 
and are correct on going to press. 
Order by post or phone, using 
cheque, Access, Barclay/Visa or 
postal order. Despatch Is by same 
day 1st CLASS post Product data 
available on request, or phone for 
advice If In doubt [REF A40J 

LAKESIDE HOUSE, KINGSTON HILL, SURREY, KT2 7QT. TEL 01-546-7256 

COMMODORE 
COLLECTION 

For C64 
or VIC 20 

ONLY £7.99 POSTFREE 
• TOP + TRIGGER FIRE BUTTON 
• AUTO FIRE MODE • EXTRA LONG LEAD 
• STABILIZING SUCTION PADS 

• NOW FORTHE C16 
£9.99 COMPLETE WITH INTERFACE 

ONLY ' POST FREE 

THE ULTIMATE BACKUP 
CARTRIDGE IS HERE ACTION REPLAY s in °n^ 
WILL STOP THE ACTION OF ANY GAME 
AND MAKE A COMPLETE BACKUP TO DISC 

• Action Repaly takes an "Action Shot" of the whole program in memory. » * * 
It does not matter how the program was loaded i.e. From tape or disc at 
normal or turbo speed. Therefore tape to disc or disc to disc backups 
are easily made. All backups will run independently of the hardware. 

• WITH BUILT IN FAST LOAD CARTRIDGE 
At the flick of a switch you have a fast loader cartridge that will not only 
fast load your Action Repla/ backups but will also fast load your other 
software at 5 to 6 times normal disc speed 

lEVEN HEAVILY PROTECTED SOFTWARES 

ONLY 

£24.99 

Unfike Software bnad backup lyttems the action replay cartridoe is r MVtOT° P^T\' 
wary simple to use (only one button to press) and can copa with even IS 

the best protected Softwwe SEND NOW FOR QUICK DELIVERY ^ 

A MUST FOR THE DISC HACKER 

System 

£9.99 
Including "Cartridge 

Development Handbook" POST 
FREE 

A complete kit of parts for an 8K/16K Autostart Cartridge 
including: 
• High quality double side P.C.B. 
• Injection moulded cartridge case 
• Reset button/bank switching facility. 
• Accepts 2764 or 27128 Eproms 
• Cartridge can be configured in many ways - full instructions in 

"Cartridge Development Handbook!' 

Track and Sector 
Editor Cartridge 

ONLY £10.99 
POST FREE 

Super Snooper lets you examine decode and change any program 
directly on the disc in your drive. 
• Gives readout of each sector/track in Hex, Decimal and ASC II 
• Built in powerful disc ram monitor/disassembler. Unprotecting, 
adding pokes and making backups are made easier with the 
Super Snooper. Since most disc protection schemes are never 
loaded into the computer ram, a track and sector editor is 
invaluable tool when making back ups etc. 

IT S HERE! Turbo Ram 
Replacement 

Kernal 

£10.99 
POST FREE 

Turbo 
Rom actually 
fits inside your 
computer and replaces the normal slow Kernal Rom with 
superfast disc loading routines, plus extended DOS commands. 

• Loads most programs at 5-6 times speed 
• Improved single key commands 
• Fits inside computer so all ports are free. 
• Return to normal kernal at flick of switch. 
• Fitted in minutes - no soldering usually needed (on a few 

C64's the old Rom may have to be de-soldered). 

Mate 
ONLY £12.99 
POST FREE jygyy 

A multi feature cartridge for 
the disc drive user. 

• FAST DISC COPIER copies entire disc in 4 minutes 
even many protected programs. 

• FAST FORMAT format an entire disc in 10 seconds. 
• FAST LOADER loads many programs at 5-6 times normal 

disc speed 
• IMPROVED DOS COMMANDS single key commands for: 

Directory, Load, Scratch, etc., etc. 
• POWERFUL MONITOR/DISASSEMBLER view any area 

as full disassembly or HEX/ASCII. Features including: 
Move, find, Fill, Compare, Assemble, Screen qr Printer, 
too many features to list. 

DIGITAL SOUND SAMPLING 
COMPLETE PACKAGE 

£49.99 
POST FREE 

FREE AUDIO (TV LEAD!) 

NOW FOR YOUR 
COMMODORE 64 

The Datel Sampler now brings you 

this technology at a sensible price! 

• The Sampler allows you to record any sound digitally into 
memory and replay it instantly at any pitch, backwards, forwards, 
ascending scale, descending, with echo, reverb, flanging, 
endlessly looped etc. Truly professional hardware incorporating: 
•Full 8 bit D and ADC conversion. 
•Line or MIC input, line output and feedback control. 

A comrehensive software package including: 
•A live effects menu with echo, reverb, digital delay, etc. 
•full sample editing facilities with review and on screen 
frequency plotting. 
•A powerful real time sequencer. 

bailable now complete hardware/software package. Complete 
with microphone. Please state disc or tape software required. 

COM-DRUM 
ONLY 

£29.99 

DIGITAL DRUM - * 

SYSTEM for the C64 
Now with the Corn-Drum digital system you can produce studio 
quality drum rhythms with real drum sounds. All the features of 
systems 10 times the price. 
• A complete digitally recorded drum kit, i.e. 8 voices - kick 
drum, snare, tom tom, hi-hat, cymbal etc. etc. N.B. these are real 
drum sounds - not synthesized. 
• Real time and step time sequencers. • Full editing system. 
• 16 Alternative voices supplied free • More voices to be released 
(price to be about £5.00 for 32 voices tape or disc). 
• 8 pre programmed rhythms to start you off • External sync 
facility • Very simple to use. • Line output to hi fi/amp or through 
TV with optional audio TV lead (see offer). • On screen menus. • 
• Stylish case • Please state tape or disc software. 
AVAILABLE NOW! • 

£9.99 COM DRUM SOFTWARE ONLY, TO WORK 

w“?;THEEsAmEPRURCHASE0 WITH THE DIGITAL SOUND SAMPLER 

DEPT No 

I cu 
USUALLY SAME DAY 
DESPATCH ON ALL ORDERS 

SEND CHEQUES/P. O's TO: 

UN ITS 8/9 
FENTON INDUSTRIAL ESTATE, 

DEWSBURY ROAD, fenton, 
STOKE-ON TRENT TEL: 0782273815 

24 HR CREDIT 
CARD LINE 



1 Where can you find over 100 FREE software programs a year? 

2 Who can you go to for FREE round the clock advice and help? 

3 How can you get instant news, views, gossip and “hands on” reviews 

24 hours a day? 

4 Who gives you FREE national electronic mail? 

5 Where can you “chat” with 70,000 other micro users? 

(> Who’ll help you publish your own database for all to see? 

7 How can you take part in national multi-user strategy games? 

8 How can you book a seat on the 3.15 from Euston-at midnight? 

for just 20p a day 

Please send me a brochure on Micronet 800 

Name_- 

Address_—- 

Micronet 800 
8 Herbal Hill, London EC1R 5EJ 

Telephone: 01-278 3143 

.Telephone No. 

Micro_ 

CU 7/86 



Thought up any good 
insults lately? If 
you’ve ever been 

stuck for a few 
sharpened words, a 

well-turned nasty 
phrase, then Fred 

Reid’s Insult 
Construction Set is 
for you. Have fun 

offending as many 
people as you can, 
make loads of new 

enemies and, best of 
all, customise the 

program to suit your 
very own insulting 

needs. 

for the Commodore 64,128,16 and Plus/4 

by Fred Reid 

Here it is, exclusive to Commodore User, your very own personal insult generator. Forget boring 
old Golf Construction Set, Pinball Construction Set, Adventure Construction Set - be really nasty 

with your very own Insult Construction Set. 
ICS lets you generate not just words, but a whole sentence-ful of vile and nasty utterances. The program is 

simple: its databank contains four sections that combine to build up to 10,000 different insults — that should be 

enough to be getting along with. 
And we’ve provided you with an alternative set of insults. So you can type in either Insult Set I or Insult Set 2 

together with the Main Program. But you won’t be able to use both sets in the same program. 

If you want to customise your own insults, you’ll find that the DATA statements are arranged in four groups, 

each with ten lines. These are the components that make up the eventual sentence. Simply put what you like in 

the appropriate sections. ■ 
Here’s how the program works: 

• Lines 20-140 these contain the databank of phrases 
• Lines 420-540 these print an introductory message on the screen and read the Data statements into an < 

array (this makes all the parts easier for the computer to get at them) 

• Lines 550-580 these produce the four random numbers needed to select the various parts of the insult 

• Line 590 this adds all the parts together 

The rest of the program is concerned with printing the insult on the screen tidily. 

rwit Ail 
appecubli) 
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Listing 

o 
o 

10 d:cmj$ao,4) 
420 POKE 53280, 2 j P0KE53281,7 s PR I NT " (RED) 11 
430 PRINT"(CLR) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RGI-IT) (RGI-IT) (RGHT) (RGHT) (RGHT)BODGI 
T AMD SCARPER PRODUCTIONS" 
440 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)### PROUDI 
Y PRESENT ***" . 

450 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGI-IT) (RGHT) THE INCREDIBLE ALL PUR 
PC) BE " 

460 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)INSUlT CONSTRUCT 
ION KIT!" . 

470 PRINT"(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(RGHT)(RGHT)(RGHT)NOW LISTEN PEA.BRAIN. 
YOU'LL JUST" 

480 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGI-IT) (RGHT) HAVE TO WAIT A MINUTE! 

500 FORK*1T04:FORT*1 TO10 
510 READS*: FOR 1-1* 1TOLEN (S*) 
520 IFMID* (S* „ 1-1, 1) = " # " THENQ*=Q*+ » , " s G0T0540 
530 Q$=G1*+MID*(S*,H,1) 
540 NEXTHs J* (T, K) ==Q* + " " s ... NEXTT, K 
550 T1 = INT< RND(TI)#10 >+1 
560 T2=I NT(RND(TI)#10)+1 
570 T3=I NT(RND(TI)* 10)+1 
580 T4=INT(RND(TI)#10)+1 
590 J*=J*(T1,1)+J* <T2,2)+J*(T3,3)+J$(T4,4) 
1000 L*LEN(J*)n LJ=OsS=1 
1010 F 0 R F=3 7 T 0 L S T E P 3 7 
1020 G0SUB2000 
1030 NEXTF 
1050 PRINT" (CLR) (DOWN) (DOWN) (DOWN) (DOWN,) (DOWN) (GRIM) 
1100 F0RP=1T0S~1 
1 110 PR INTTAB(2)S*(P)s PR I NT s ME X TP 
1120 PR INTTAB (2) RIGHT* (J*, |.„.L J ) 
1130 PRINT"(HOME)(DOWN)(DOWN)(DOWN) 

ENTER 

(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DOWN)(DO 
WN) (D0WN) (D(.,)WN) (D0WIM) (D0WN) (D0WN) (DOWN) (D0WIM) (D0WN > CD0WN) (D0WN) (D0WN) (D0WN) (RGHT 

)(RGHT)(RGHT)(RGHT)(RGHT)(RED)PRESS SPACE FOR NEXT PHRASE" 
1150 GETK*: I Fl<*= " " THEN 1150 
1160 GOTOSS0 
2000 I FM ID* (J *, F,, 1) = " " THE: MB* (S) =M ID* (J * „ LJ +:! „ F L J) s G0T02O2O 
2010 F=F—1;GOT02000 
2020 LJ-F s S*S+1 s RETURN continued over 
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Listing 

£ 

tf) 

20 DATAWHY DON’T YOU 
30 DATAI THINK YOU SHOULD 
40 DATA! SUGEST YOU 
50 DATALI8TEN GORILLA'FACE# 
60 DATANOW LOOK HERE YOU EXCUSE FOR A MORON# 
70 DATAIT WOULD BE A GOOD IDEA IF YOU 
00 DATAYOU COULD ALWAYS 
90 DATAWHY NOT 

no 
120 
130 

150 
160 
170 
180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
200 

290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 
400 
410 

DATASHUT IT DOB BREATH# 100 DATAYOU? 
DATATHERE IS NO REASON WHY YOU CAN1' T 110 DATADO YOU REALLY BELIEVE YOU’RE 

DATA STOP BOTHERING ME AND 120 DATA intelligent? 

DATA GO AND 130 DATA GOOD LOOKING? 

DATA LEAVE ME IN PEACE AND 140 DATA FIT? 

DATA MAKE ME VERY HAPPY AND 150 DATA RICH? 

DATA CiO SOMEWHERE AND j 160 DATA STREETWISE? 

DATA GET OUT OF MY LIFE AND 170 DATA USEFUL? 

DATA DO SOMETHING MORE WORTHWHILE AND 180 DATA ATHLETIC? 

DATA QUIT BUGGING ME AND 190 DATA DYNAMIC? 

DATA GO AS FAR AWAY AS POSSIBLE AND 200 DATA ADVENTUROUS? 

DATA SOLVE ALL MY PROBLEMS AND 210 DATA SUBTLE? 

DATA JUMP UNDER¬ 220 DATA I’VE SEEN BETTER BRAINS 

DATA DO AN IMPRESSION OF 2 3<) DATA YOU GET" MORE HAIR 

DATA BE SICK OVER¬ 240 DATA I BET THERE’S MORE MUSCLE 

DATA PLAY WITH 250 DATA I GET MORE EXCITEMENT 

DATA SWALLOW 260 DATA I’VE SEEN MORE LIFE 

DATA DRINK 270 DATA THERE’S MORE ACTION 

DATA MAKE AMOROUS ADVANCES TOWARDS 280 DATA YOU GET AS MUCH ACTIVITY 

DATA TAKE THE MICKEY OUT OF 290 DATA YOU’D GET MORE FUN 

DATA SIT ON 300 DATA YOU’D BE MORE USEFUL 

DATA SERENADE 310 DATA YOU SHOULD BE 

DATA A MOVING DOUBLE.DECKER BUS 320 DATA IN A BUTCHER’S WINDOW! 

DATA A POISONOUS SPIDER O 330 DATA ON A BILLIARD BALL! 

DATA A STEAMROLLER 340 DATA ON MY AUNTIE’S CAT! 

DATA AN UNEXPLODED BOMB 350 DATA IN A MUSEUM! 

DATA TOWER BRIDGE "5 360 DATA FROM A SQUEEZED PIMPLE! 

DATA A FALLING PIANO </> 370 DATA ON THE BBC! 

DATA A CUCUMBER •** 380 DATA IN A FLOCK OF SHEEP! 

DATA BARRY MANILOW’S NOSE 3 390 DATA PLAYING ’MUD’ 

DATA A SINCLAIR SPECTRUM 
<D 
e 400 DATA WATCHING GOLF! 

DATA A PORCUPINE 410 DATA ON EASTENDERS1 • 

20 DATACALL YOURSELF 
30 DATAYOU RECKON YOU’RE 
40 DATASO YOU THINK YOU’RE 
50 DATAYOU CAN’T BE ALL THAT 
60 DATADOES ANYBODY ELSE THINK YOU’RE 
70 DATADO I THINK YOU’RE 
80 DATADO YOU REALLY THINK YOU’RE 
90 DATADO YOU EXPECT PEOPLE TO BELIEVE. YOU’RE 

ENTER 
Our New Easy Enter system makes program entering even simpler. It 

works like this: . 
Control codes appear in plain English (always inside brackets). Just 

look them up in the list below. For example: (DOWN) means 'press the 
cursor down key'. We've included the graphic itself in the table so 

that you can check you've got it right. 
Actual graphic characters are not changed and appear as they do on 

screen - you'll find them all printed on your keyboard. 

f Control Codes 

(UP) press cursor up key 
(DOWN) press cursor down key 

(LEFT) press cursor left key 

(RGHT) press cursor right key 
(HOME) press HOME key 

(CLR) press SHIFT/HOME 

(INST) press SHIFT/DELETE 

(RVS) reverse on 
(OFF) reverse off 
(Fl)etc press function key indicated 

($130) flash on (16 and Plus/4) 

($132) flash off (16 and Plus/4) 

□ 
CD 
II 
□ 
0 
G 
II 
□ 

if 

Colour Codes 

(BLK) press CTRL and 1 
(WHT) press CTRL and 2 
(RED) press CTRL and 3 
(CYN) press CTRL and 4 
(PUR) press CTRL and 5 
(GRIM) press' CTRL and 6 
(BLU) press CTRL and 7 
(YEL) press CTRL and 8 
(ORNG) press CBM and 1 
(BRN) press CBM and 2 
(LRED) press CBM and 3 
(GRY1) press CBM and 4 
(GRY2) press CBM and 5 
(LGRN) press CBM and 6 
(LBLU) press CBM and 7 
(GRY3) press CBM and 8 
Note: secondary colours on 

a 
S3 
HI 
m 
□ 
□ 
□ 
n 
& 
h 
E 
■I 
□ 
■ ■ 
■ ■ 

the 1 6 and Plus/4 are 

slightly different to the above. 

i 

fl 



'The best sports 
simulation available 
for the 64' 

- Commodore User 
'The sports simulation to 
end all sports simulations' 

-Zzap64 
'The graphics are stunning' 

- Computer Gamer 

Commodore 64 
DISK CASSETTE 



Here’s a fast action treasure grabbing game 

for both 16 and Plus/4 owners — type it in 

and you’ve got it for free. 

Use your joystick (in port two) to 

manoeuvre your treasurehunter towards the 

ingots. Avoid the mines, the perimeter fence 

and the grids. When you’ve collected all the 

ingots, exit to the next screen by means of 

one of the grids. 

by G. Vance — for 
10 V0L8 340 
20 COLORO.6,5:C0L0R4.6.4 350 
30 F0RT=14336T014799 360 
40 READA 370 
50 POKET.A 380 
60 NEXTT 390 
70 DATA126.129.189.177.177.189.129.126 400 
80 DATA124.254,198,198.254.254,198, 198 410 
90 DATA252.254.198.252.254.198.254.252 420 
100 DATA124,254.198,192.192.198.254,124 430 
110 DATA248.252.206,198.198.206.252.248 440 
120 DATA254,254.192,252,252,192.254,254 450 
130 DATA254.254.192.252.252,192,192.192 460 
140 DATA124.254,192.222,222,198,254,124 470 
150 DATA198.198.198.254.254.198.198.198 480 
160 DATA254,254,24.24,24.24.254,254 490 
170 DATA254.254.24.24.24.216.248.112 500 
180 DATA198,204.216.240,240,216.204,198 510 
190 DATA192.192.192.192.192.192.254.254 520 
200 DATA198.238.254.214.198.198,198,198 530 
210 DATA198.230.246.254.254.222.206.198 540 
220 DATA124,254.198.198.198.198,254,124 550 
230 DATA252.254.198.254.252,192.192,192 560 
240 DATA124,254,198,214,222,206,254.124 570 
250 DATA252,254.198.254.252.216.204.198 580 
260 DATA124,254,192,252.126,6.254,124 590 
270 DATA254.254.24.24.24.24,24.24 600 
280 DATA198,198.198,198,198.198,254,124 610 
290 DATA198.198.198,198.198.108,56.16 620 
300 DATA198,198.198,214,214.214,254,108 630 
310 DATA130.198.108.56.56.108.198.130 640 
320 DATA102,102,102,126,60.24,24,24 650 
330 DATA254.254.14.28.56.112,254.254 660 

the Commodore 16 and Plus/4 
DATA56,56,56.0,0.56,56,56 
DATAO,0.0.0.24.60.60.24 
DATA129,66,24,36.36,24.66.129 
DATAO.0.0.24.126.255.255.255 
DATA219.153,0,219.219,0.153,219 
DATAO.0.0.0.0.0.0.0 
DATAO.31.35.69,249.138.140,248 
DATAO.0.0.0.0.0.0.0 
DATA28,28.8,28.42,8.20,34 
DATA98.84.199.20.117.74.102.44 
DATAO.1,3.43.85,234.255,127 
DATA126.36.36.194.199.255.255.254 
DATA153,153,153.153,153.153,153,153 
DATAO.0,0,0.0,0.0.0 
DATAO,0,0,0,0,0,0,0 
DATAO.0.0.0.0.0.0.0 
DATAO.0,0,0,0,0,0,0 
DATAO,0,0,0.12,12.24.48 
DATAO,0,0,0.0,0,0,0 
DATAO.0.0.0.0.0.0.0 
DATAO,0,0,0,0,0,0,0 
DATAO,124.198.198,198,198.124.0 
DATAO,24.56,120,24,24,254,0 
DATAO.124.134.6,124.192.254.0 
DATAO,124,134.60.6,134,124,0 
DATAO.192.216.216.254,24.24.0 
DATAO,254,192,252,6,134,124,0 
DATAO,124.192.252.198.198.124.0 
DATAO,254,6.12,24,48,48,0 
DATAO,124.198.124.198.198,124.0 
DATAO,124,198,198,126,6,124,0 
POKE65298,PEEK(65298)AND251:POKE65299.56 
SCNCLR 



# Listing 

670 PRINT"(RGHT)(RGHT)(RGHT)(DOWN)(DOWN)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(BLK)MINEFIELD" 
680 PRINT"(DOWN)(RGHT)(RGHT)(RGHT)THE OBJECT OF THE GAME IS TO MOVE" 
690 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)YOUR MAN (WHT)#(BLK) AROUND THE MINEFIEL 
D" 
700 PRINT"(RGHT)(RGHT)(RGHT)(DOWN)PICKING UP TREASURE (YEL)!(BLK) AND AVOIDING" 
710 PRINT"(RGHT)(RGHT)(RGHT)(DOWN)THE ELECTRIFIED FENCE (BLK)]])(BLK) AND THE" 
720 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGH 
T)(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)MINES (BRN)T(BLK) £" 
730 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)TO ESCAPE THE MINEFIELD MOVE YOUR" 
740 PRINT"(RGHT) (RGHT) (RGHT) (RGHT) (DOWN)FIGURE ONTO ONE OF THE EXITS (LGRN) <- (BLK 
) " 
750 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)YOU WILL THEN BE TRANSPORTED TO " 
760 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)ANOTHER MINEFIELD WITH ONE LESS " 
770 PRINT"(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(RGHT)(DOWN)EXIT AND FIVE MORE MIN 
ES£ " 
780 E=6:M=20:G=15:P=3572: D=1 :SC=0:LI-3 
790 FORT=0TO39:POKET+3072,29:POKET+4032.29:NEXTT 
800 FORT=0TO24:POKE3072+T*40.29:POKE3072+39+T*40,29:NEXTT 
810 GETKEYA$ 
820 SCNCLR 
830 FORT=0TO39:POKET+3112.29:POKET+3992.29:NEXTT 
840 F0RT=1T023 : POKE3072+T* 40,29 : POKE3072+39+T* 40.29: NEXTT 
850 F0RT=1T0E 
860 L=INT (RND (1) *850) +804-3072 
870 IFPEEK(L)=32THENPOKEL,31:POKEL-1024.77:NEXTT 
880 IFT<ETHENIFPEEK(L)< >32THENGOTO860 
890 F0RR=1T0M 
900 K=INT(RND(1)*850)+80+3072 
910 IFPEEK(K)=32THENPOKEK. 30 :POKEK-1024.9:NEXTR 
920 IFR<MTHENIFPEEK(K)<>32THENGOT0900 
930 F0RT=1T0G 
940 K=INT(RND(1)*850)+80+3072 
950 IFPEEK(K)=32THENPOKEK.33:POKEK-1024.8:NEXTT 
960 IFT<GTHENIFPEEK (K) < >.32THENGOTO940 
965 POKEP-1024.113:POKEP.35 
966 FORY=1T050:J=INT(RND(1)*900)+60:SOUNDl.J,1:SOUND1.J-30.1:NEXTY 
970 POKEP-1024,113:POKEP,35 
980 PRINT"(HOME)LIVES(":LI,"SCORE(";SC 
990 SOUNDl.P-3072,2:SOUND2.P-3072,2 
1000 GETA$:IFA$=""THEN1050 
1010 IFA$="3"THEND=1 
1020 IFA$="4"THEND=2 
1030 IFA$="W"THEND=3 
1040 IFA$="A"THEND=4 
1050 IFD=1THENP0KEP,32:P=P—40 
1060 IFD=2THENP0KEP.32:P=P+1 
1070 IFD=3THENPOKEP, 32 :P=P+40 
1080 IFD=4THENP0KEP.32:P=P—1 
1090 IFPEEK(P)=290RPEEK(P)=30THEN1130 
1100 IFPEEK(P)=33THENSC=SC+10:F0RT=8T01STEP—1:VOLT:SOUNDl.900.1:SOUNE>2.900.1:VOL 
8:NEXTT 
1110 IFPEEK(P)=31THENSCNCLR:M=M+5:E=E-1:SC-SC+100:GGT0820 
1120 GOTO970 
1130 REMEND 
1140 POKEP.36:F0RA=1T015:POKEP-1024.66:POKEP-1024,72:POKEP-1024.71:NEXTA:LI -LI-1 
1145 FORT=8TOOSTEP—0.5:VOLT:SOUNDS.1015.4:NEXTT:VOL8 
1150 IFLI=< OTHEN1170 
1160 POKEP.32:P=3572:GOTO820 
1170 SCNCLR 
1180 CHARI.18.16,"(WHT)#" 
1190 FORD=0TO39:POKE3752+D.33:POKE2728+D.8:NEXTD 
1200 FORT=OT015:SOUNDl.T*66.5:SOUND2,T*66,5 
1210 CHARI.18,T,. 
1220 CHARI,18,T+l,"%&" 
1230 F0RP=1T025:NEXTP 
1240 NEXTT 
1241 FORY=8TOOSTEP-0.03:VOLY:SOUND3.600.1:NEXTY:V0L8 
1250 PRINT"(BLK)(DOWN)(DOWN)(LEFT)(LEFT)(LEFT)(LEFT)(LEFT)(LEFT)(LEFT)(LEFT)(LEF 
T)(LEFT)(LEFT)(LEFT)HIT ANY KEY TO PLAY AGAIN" 
1251 FORQ=1T05QO:NEXTQ 
1260 GETKEYAS 
1270 GOTO650 
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Germany 1985 
NATO forces must repel the 
Soviet invasion of West 
Germany. 

RDF 7985 
The US Rapid Development 
Force must take Soviet 
captured oil fields in Saudi 
Arabia. 
Baltic 1985 
West Germans invade East 
Germany in an attempt to 
free West Berlin. 

Germany 1985 

aide m&t 

Where will be the next 
frontline encounter in this 
titanic struggle between the 
opposing philosophies of 
East and West in the battle 
for supremacy over the 
destiny of the human race. 
An absorbing study in the 
form of role playing wargames 
that simulate with frightening 
reality the continuing fine 
political and military balance 
of this our 20th century. Take 
your part, make the 
decisions that might change 
the destiny of future 
generations, transform the 
appearance of the 21st 
century. 

Baltic 1985 

This could be the end of civilisation as we know i 

STRATEGIC SIMULATIONS INC 

Transatlantic Simulations, Unit 10, The Parkway Industrial Estate, Henqage Street, Birmingham 



# Tried and Tested 

Multimodem in place and you will be 
presented with the main menu screen. 
All functions are accessed by calling 
up sub menus from this main screen. 
To briefly run through them the options 

are: 
Dial Directory: loads from disk a 
directory of your most frequently used 

Options 

Miracle’s 64 Multimodem 
has been a long time 

getting BABT approval, a 
great pity since it’s one 

of the most advanced 64 
specific modems around. 
Now that you can use it 

without breaking the law, 
we thought it was time 

for a detailed look at its 
many features. 

For those unfamiliar with the name, 
Miracle Technology are the people 
behind the WS2000 and WS3000 
range of professional modems. Many 
of the features previously only found 
on such 'professional' modems appear 
in the Multimodem's specification, in¬ 
cluding autodial and auto answer, 
selectable baud rates, and mailbox 
facilities. Before I get carried away, 
let's take a look at exactly what you 
get for your money. 

The 64 Multimodem costs £116.15 
including VAT and delivery. For that 
you get the modem itself, a ten pound 
voucher towards the cost of a 
Micronet subscription a directory of 
U.K. bulletin boards. 

Probably the biggest advantage of 
this over any other comms package is 
that all the software you are likely to 
need is included on ROM, thus ob¬ 
viating the need to load extra programs 
from disk as and when you need them. 
With the Multimodem plugged in you're 
set up for just about anything. The on¬ 
ly database you can't access is Com- 
punet. Incidentally, the software was 
written by Y2 Computing, authors of 
much of the 64 comms software to be 
found on Compunet and Micronet. 

databases and Bulletin Boards (BB's) 
created with a Basic program supplied 

in the manual. 
Load Additional Features: For future 
facilities which will be provided on 
disk. 
Execute Additional Features: As 
above. 
Disk Mode: For a directory and DOS 
commands. 
Viewdata Mode: To access Micronet 
and other Viewdata based BBs like The 
Gnome at Home and Metrotel. 
Select Devices: Configures the 
modem for your particular printer and 
disk drive/cassette set up. 
Terminal mode: For calling up other 
BBs such as those which operate on 
300/300 or 1200/75 Baud scrolling 
format. Rather than go into detail 
about each of these options - which 
would take some time - I'll concen¬ 
trate on those which you're most likely 
to want to make use of. This doesn't 
mean the others are extranneous - 
they're there if you need them. 

The first thing I did with the 
Multimodem was to call up Micronet 
800. Pressing F5 takes you into 
Viewdata mode and it's then simply a 
matter of pressing FI, keying in the 
number of the nearest Prestel com¬ 
puter and logging on in the usual 
fashion. 

There are a number of other facilities 
on the viewdata menu you can make 
use of whilst offline. Using the F4 and 
F5 keys in combination allows you to 
call up a disk directory and examine 
previously saved pages or mailboxes. 
Mailboxes can be created offline for 
later transmission - no point in spen¬ 
ding hours creating visual master¬ 
pieces while running up your phone bill. 
The Multimodem also permits full use 
of ESC codes to generate fancy 
graphics like double-height flashing let¬ 
ters in any of the 64's 15 colours. 

Micronet and 
more 

One of the most useful applications of 
the offline mailbox preparation facility 
(apart from preparing mailboxes) is 
that you can use it to log on to 
Micronet, download frames, or your 
mailboxes, and then log off. This is 
done by placing all the relevant page 
numbers and control codes in a 
mailbox and sending it as soon as you 
are logged on, saving considerable con¬ 

nect time and money. 
A number of useful facilities can be 

called up while you are online. Most 
important is probably the download 
function which allows you to load 64 
software from Micronet 800. A hard 
copy of the current screen can be pro¬ 
duced if you have a‘ printer, although 
this takes a while, so it's probably a 
good idea to save to disk and print it 
out once you've logged off. A disk 
directory can be viewed whilst online 
which is extremely useful if you've 
forgotten the name of the mailbox you 
were about to transmit. 

Should you tire of Micronet 800, or 
simply want to look at something off 
the beaten track you can make use of 
terminal mode. This allows you to con¬ 
tact bulletin boards operating on 
1200/75 and 300/300 baud. Having 
selected one of these you must con¬ 
figure your system for the correct pari¬ 
ty, local echo and line feeds. Most 
amateur BBs operate no parity and 
supply line feeds, but it's often very 
much a matter of trial and error. 

For adventureous types the 
Multimodem also has auto answer 
which means you can set up your own 
BB. This has to be the most exciting 
development yet in 64 comms. Initially 
the software was quite basic. All it did 
was answer the phone, send a 
message to the caller and send their 
message to your printer — a kind of 
digital answerphone. Y2 have now pro¬ 
duced a revised version of the ROM 
which enables you to set up your own 
mini database. If you already have an 
early version of the modem, send it 
back to Miracle Technology and they 
will upgrade it free of charge. 

Anyone considering making the 
move into comms couldn't have 
picked a better time. At the price, 
the 64 Multimodem offers more 
than any previously available Com¬ 
modore modem. Now that it has 
received BABT approval it will un¬ 
doubtedly rank high, if not top of 
any self respecting Commodore 
user's shopping list. 

Ken McMahon 

• 64 Multimodem 
• Miracle 

Technology 
0473 216141 

• Price: £116.15 



by Bohdan Buciak < 

There’ll come a time 
when you want to do 

more than just print text 
with your 64 and 

printer. Precision’s Print 
Shop lets your printer 
show what it can do: 

churning out greetings 
cards, personal 

stationary, signs and 
huge banners. And it’s so 

easy to use. 

Print Shop's 
graphic character 
editor lets you play 
around with the 
graphics supplied 
or design your 
own. 

Print Shop reviewed 
Reviewers raved about Broderbund's 
Print Shop when it first appeared in 
America last year. Now it's arrived (at 
long last) in the UK, courtesy of Pre¬ 
cision Software — and there's still 
nothing to touch it. 

Print Shop is simply a brilliant utility 
for the Commodore 64/128 that lets 
you print a large range of useful 
stationary. But to use it, you'll need not 
only a disk drive but one of the speci¬ 
fied printers and interface adaptors. 

Luckily, the list is large and includes 
Commodore's 1525 and MPS 801 
models (not the 1526 or MPS 802), 
Star, Epson, and Mannesman Tally 
machines. Interfaces supported 
include Grappler, Tymac Connection, 
Cardco, and Xetec devices. If you've 
got any of these, you should have no 
problems. 

Print Shop lets your printer do 
things it never thought possible. The 
main menu shows the six major 
options: 
• Greetings Card — forget Gordon 
Fraser, make your own card on an A4 
sheet of paper which, when folded, 
gives a design on the front, a message 
inside and a credit (to yourself) on the 
back. 
• Sign — print any sign you like on a 
full A4 sheet, using text and graphics. 

of unlimited length on continuous 
stationary. You can have graphics in 
the text or at either end. "England for 
the World Cup'' no problem. 
• Screen Magic — perhaps the least 
useful. The program generates those 
corny kaleidoscopic effects which you 
can freeze at any point, type a message 
across it and print it out normally or in 
reverse video. 

I# Letterhead — mix text and 
graphics to design personal A4 
stationary. You can have text at the 
bottom of the page too. 
• Banner — prints very large letters 
horizontally to let you create a banner 
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Lettering can be A 
small, large, 
outline or 3-D. 

• Graphic Editor — design your own 
graphics if you don't like the set 
provided. 

To achieve all these marvellous feats 
Print Shop gives you a set of 50 
graphics, 10 background patterns, 8 
border patterns and 8 different fonts. 

You can see all the graphics on the 
printed reference card provided, and 
there's something there for all 
occasions: like musical instruments, 
animals, birds, champagne, a Santa, 
heart, birthday cake, even a wreath. 
You'll either love them or think them 
too 'cute' for words. 

The eight fonts follow the same 
middle-of-the-road style, ranging from 
Alexia (lots of squiggles) and Tech 
(pseudo computer) to Stencil and 
Typewriter. For borders there's a 
choice of line thicknesses, hearts, 
flowers, beads etc. That lot may not 
impress you, but your Auntie Freda 
will love them. 

mm 
Useful if you're 
having turkey for 
dinner — but 
there's no graphic 
for roast beef, or 
leg of lamb .... 

Using Print Shop 
Print Shop is beautifully programmed 
and entirely menu driven, taking you 
step by step through creating your 
designs. A 'back' key is always avail¬ 
able to let you correct mistakes, and 
there's even a HELP key. In fact, it's so 
easy you needn't bother with the 
manual — who does, anyway? 

For Greetings Cards and Signs, you 
start by choosing a border design, 
then the graphic and finally the text. 

Stick this on your 
bedroom door and 
be the envy of your 
friends? y 
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# Tried and Tested 

Mix text and Kaleidoscopic effects in the 
Screen Magic section. 

Scare away 
burglars with a 
custom sign? 

n-r 

not like the florid and twee style of 
presentation you tend to get. So you'll 
need to make good use of the graphics 
editor if you're thinking of using it pro¬ 
fessionally. 

Lastly, printing is very slow even 
with fairly quick printers. The head 
doesn't skip over blank space, nor 
does it print bi-directionally. Added to 
that, the computer has to stop and 
'think' occasionally which also 
temporarily hangs up the printer. 

The results are worth waiting for but 
don't try making multiple copies, even 
though there's a facility provided. 
Take photostats of your original. And if 
you're printing a long banner, don't 
even contemplate it if you're in a 
hurry. A really large one could take a 
good half hour. 

Computerised 
Valentine card for 
modern lovers. y 
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Only one graphic can appear but you 
have a choice of three sizes and 
various layouts. So you could have a 
pattern of repeated graphics or just 
one large one slap bang in the middle. 

Text can be written and arranged in 
three sizes with options for solid char¬ 
acters, outline or 3-D. Sizes and style 
can be mixed on the same card or 
sign, but the amount of text available 
depends on the font you choose — 
some are bigger than others. 

Sadly, you can't actually see the 
finished design before printing it out, 
so perfectionists will end up modifying 
and printing it again. 

The Letterhead option works in the 
same way except that type sizes are 
fixed. You get a large first line with 
three lines of smaller text underneath 
for the address. The graphic (fixed 
size) can appear on the left, the right 
or repeat straight across the top. 

Creating Banners is the most fun of 
all. Again, all the fonts and graphics 
are available but only in one size — 
extra large. Simply choose your 
graphic, its position and type out your 
text. Sections can be 'chained' 
together to let you mix different fonts 
and graphics. But don't go for a 30 foot 
banner if you're in a hurry. 

Finally, there's the Graphics Editor 
section which lets you draw and save 
to disk your own designs for use 
instead of the ready-made graphics. 
You can also call up and modify the 
ready-mades — put a few more 

Conclusions 
Personal stationary is a 

cinch with Print Shop, and 
you can include any of the 
graphics supplied on disk. 

Print Shop should have arrived in the 
UK ages ago. It's a genuinely unique 
program that's great fun, practical and 
very easy to use. Why can't all utilities 
be like this? 

It's only snag is the price; it's a 

candles on the custom birthday cake 
perhaps? 

Sadly, this section is a little 
rudimentary, offering none of the 
usual facilities like box, circle, block 
move and copy. But it does let you use 
Koala Pad instead of keyboard or 
joystick input. 

Is it for you? 
Print Shop is incredibly good fun but, 
being an American import, it doesn't 
come cheap at £44.95. You'll need to 
use it a lot to justify the money. So it 
looks like being more suitable to clubs, 
associations and societies rather than 
the home. 

Trouble is, the graphics are 
intended for home use and you might 

luxury that only the better off 
families will be able to afford. But if 
you've already got all the hardware 
it needs and a genuine use for it, 
forking out the readies may not hurt 
too much. 

• Print Shop 
Commodore 641128 

• Precision Software 
tel: 01-883 4406 

• Price: £44.95 (disk only 
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DISC DISECTOR 
V4.0 

1W„ cie fourth generation of the country's leading disc back¬ 
up/utility package is available. Various improvements nave been 
incorporated to* re-establish "Disc Disector as the ultimate 

weapon. Of particular importance are the following. 
EVESHAM 3 MINUTE NIBBLER is the latest v««k,nofthe 

infamous "Evesham Nibbler" now boasting even more power 
_ . ,n__j win now copy even the most higniy 

protected discs In 3-4 minutes. Handles the latest types of disc 
protection completely automatically. 
press this program copied virtually every disc progra 

£b£ tor ««<lng Including «h. I««« In ««• *»£ 
ness software. (It even copies ' 128 format or discs in CPM mode 

"DUAL DRIVE NIBBLER" allows the use of two drives to make 
.vector back-up., incorporates device number change 
software so no hardware mods necessary. 
"NOVA TRANSFER" will transfer to disc the latest Nova Load 
programs including multi part loaders. A very useful utility that 
also includes routines to transfer "Summer Games II and Beach 
Head II" to disc. 
"DISCO" will transfer standard speed load software to disc 
"TRANS QD allows you to save a fast load system to your own 

discs. . , 
"DOUBLE BACK UP" is a very fast two drive back up. 
As well as these important newcomers all the old favounte utihties 
which have helped earn "Disector "such a frgeJfoJowmg are 
included. These include Menu Maker l*«,ec*lvJ' _.. 
Forma*. Un.cra.ch. Disc Monitor. Dbc Orderly. Fast File 

Copy, Index, etc. etc. 
The whole package is menu driven and has its own fast boot system 
Evfor your convenience. Pays for itself the first day your receive 

ONLY £29.95 
Customers with earlier versions may return them along with 

payment of £9.95 to receive V4.0 

All programs are CBM 128 and 1570/71 compatible In 64 mode. 

THE NEW GENERATION OF 

BACKUP METHODS 

IS NOW EVEN BETTER 

THE LAST WORD IN BACKUP TECHNOLOGY 

Freeze Frame" has enjoyed Incredible success for the n^r fm*, 
month5. Sales both in the U K. and abroad have been very good Ind 
thoitond, of satisfied customer, are using them * ** 

that Freeze Frame could not handle. (This includes ALL the latest 
software up to 4th May 1986). Iatest 

OPERATING "FREEZE FRAME" 
ninnZl */"?!’ “ s,mPlicity to use. It is cartridge based so is simply 
p ugged into the cartridge port. When the computer is switched on a rr^ 

normal 'RETU™'' wi" the comber back to The 
norma start up screen. Software can now be loaded from tape ordLc com! 

of n / 31 n0rma,‘ The ,atest version of Freeze Frame" will toheb^t 

pressinl tlwfu ttnnnn? vUght ^ operation at anV convenient point by 
5 Clifton on it. You can then do one of three things- 

memorv tn , ”V* * work,n« of the program In 

speTd reload!°rmatted d'SC‘Th,S VerS'°n W,H ■"*■**•• high 

2. Pressing S will do the same as D except that the reload 

Z^machln^Voan5!!] '°*d SP*ed‘ (A,SO su,tab,e for U.S 
3 Presslno "T n. 0 0 dr,Ves' some fast '©ad systems etc.) 
3‘ 1“ * 9.T W,M Mv* a working version of the program In 

,ncorpo”‘“ * h,«h -p-5 

aii „ thatisitii 
Ai.1. PROGRAMS SA VED WITH "FREEZE FRAME" CARl 

BF RELOADED INDEPENDANTL Y OF THE UTILITY 

NOW I 

: STOPS 

WE ARE CONFIDENT THAT FREEZE 
FRAME IS THE MOST POWERFUL 
AND FLEXIBLE BACKUP SYSTEM IN 

THE WORLD. 

Doe* <ny other utility offer all this ? 

„ ,541* that wi» •ffJESed to 

1 ODDS AND ENDS 
STAR NL10C The best Commodore ready printer, many 
features including 12Ocps draft mode, 27cps near letter quality, 
tractor and friction feed with semi automatic single sheet feed, 
most functions front panel switch selectable but perhaps most 
importantly the interface cartridge Is replaceable. So if 
you change to another make of computer you simply purchase 
a new interface to suit. ONLY £269.00 

DISC NOTCHER Allows you to easily cut a second write pro¬ 
tect notch in your discs so that you can use both sides A very 
useful gadget ONLY £6.95 

AZIMATE 3000 Lets you realign the head of your data 
cassette quickly and easily. Supplied with suitable screwdriver 

ONLY £6.95 

3M DISKETTES The best quality discs, available from us at the 
price of cheap ones. Buy the best, they last a lifetime Boxes of 

ten— 
SINGLE SIDE/DOUBLE DENSITY £ 11.95 
DOUBLE SIDE/DOUBLE DENSITY £13.95 

OR PACKED IN A PLASTIC LIBRARY CASE 
SINGLE SIDE/DOUBLE DENSITY £ 12.95 
DOUBLE SIDE/DOUBLE DENSITY £14.95 

COMMODORE COMPATIBLE DATA RECORDER 
Performs the same operations as the C2N or 1531 but a useful 
saving Also includes a pause button (if for use with C16/PLUS4 

please state) ONLY £29.95 

Doubler has been an enormous success 
and continues to sell very well. Why? 
Because it is the best product of Its type 
on the market. Doubler uses a unique method 
that copies all types of software regard¬ 
less of speed. It consists of hardware and 
software The software is the key part as 
unlike other products of its type Doubler 
creates a brand new machine copy It is 
very easy to use and very successful. In fact 
our tests have proved that This "device ' 
can achieve 100% success 
Requires access to two data recorders 

ONLY £12.95 
Why settle for less—this Is the best. 

TAPE TO DISC 
DISC TO DISC 

DISC TO TAPE 
DISC TO TAPE 

PLUS the added flexibility of being able to 
save at any stage and return to that posi¬ 
tion, because programs restart from the 
point where the button is pressed 

An awe inspiring success rate 
Customise programs by putting in POKEs 
for endless lives etc and then save with 

those active 
Reload independant of the cartridge 

Available now 

FREEZE FRAME" HAS A/O SERIOUS 
COMPETITION 

COMPETITIVE PRODUCTS 
A successful product always spawns 
imitators and "Freeze Frame” is certainly 
no exception Fortunately for us. but 
perhaps not for the people who have 
purchased them, their main similarity seems 
to be in advertising style 
71** Final Cartridge" is a good product 

in many ways. BUT when it comes to mak¬ 
ing backups it isjust not in the same class as 
"Freeze Frame" Another major drawback, 
not made clear by advertising is that saved 
programs can ONLY be reloaded with 
the cartridge In situ. 
UPC1 has its uses but in its current form 

cannot be taken seriously as com¬ 
petition for Freeze Frame" 
ACFiON REPLAY" has no tape save, 

puts 8 files on a disc save and contrary to 
their claims we have found many programs 
that it can't handle 

ONLY £39.95 
Owners of earlier versions can return them and upgrade for £14.95 

|S<fti^p^p^oc^HIS 'S AN extremely powerful product and 
PRODUCT USE DON T COMPARE IT WITH ANY OTHER 
PRODUCT. NOTHING ELSE OFFERS THE POWER OF FREEZE FRAME 

DOLPHIN DOS THE DIFFERENCE IS 

THE FEATURES 

25x FASTER LOADING (PROGRAM FILES) 
12x FASTER SAVING (PROGRAM FILES) 
lOx FASTER LOADING (SEQUENTIAL FILES) 
8x FASTER SAVING (SEQUENTIAL FILES) 
3x FASTER LOAD AND SAVE (RELATIVE) 
(These figures do not allow for searching) 

Easy DOS commands from function keys. 
Fast formats 40 tracks giving 749 blocks free. 

Centronics driver software inbuilt. 
Machine code monitor. 

64 mode with 1541 disc drive. Can be switched out if necessary. 

Like everyone that has had the pleasure of seeing this system in 
operation you will be amazed by both the speed and ease of 
use. It is compatible with the majority of commercial software, 
speeding up both the program loading and SEQ/REL files. 
Fitting requires the insertion of two sub assembly boards, one 
in the 1541 and one in the '64/'128. This does hot normally 
entail soldering, although a small amount will be necessary 
with some machines. 

ONLY £69.95 
If you require further information please send SAE for fact sheet. 

Operates with the CBM 64 or 128 

SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT 

EVESHAM MICROS All prices Include PAP and VAT■ Send cheque. Postal 
Order or Credit Card No. Credit Card orders accepted 
by phone. Callers welcome. Wide range of goods 
stocked. Trade enquiries welcome. European orders 
send price as advertised. Outside Europe £2.00 for 
airmail. Mall order to Evesham please. 

BRIDGE STREET, EVESHAM, 

WORCS.WR11 4RY. 

Tel: 0386 41989 

MICRO CENTRE 
1756 PERSHORE ROAD, 

COTTERIDGE, BIRMINGHAM. 

Tel: 021-458 4564 

In Australia contact: MICRO ACCESSORIES of SA., 39b Anderson Walk, Smithfield, South Australia 5114. Tel: (08) 254 6284 



BACK ISSUES 

AUGUST ’85 

Terrermolinas Exclusive; 

[back ISSUES 

I The following issues of Commodore User are available 
| at £1.50 each. 

Those up to and including February '86, send payment 
I with order to: 
■ Alan Wells Int, Competition House, Farindon Road, 
1 Market Harborough, Leics, 0858 34567. 
| Issues from March ’86 are available from: 
■ EMAP, Back Issues Dept, Priory Court, 30-32 Farringdon 
1 Lane, London EC1R 3AU. 

I Please send me issues dated_ 

11 enclose a cheque (payable to Commodore User) for 
|£-or Visa/Access carfd (delete as applicable) £_ 

| Number__ 

| Expiry date__Signature_ 

| Name_____ 

| Address-_._____ 

|--- 

|-—- 
| Tel No_ 

SUBSCRIPTION OFFER 

If you’re having trouble getting a regular copy of ,-“ -» ■■ yvmi IV^ I ui 

| Commodore User, why not take out a subscription. If you 
do we will also give you two FREE back issues. 
U.K. subs price 

I Europe 

I Rest of world (surface) 

| Rest of world (Air Mail) _ |_i 

■ I enclose a cheque (payable to Commodore User) for 
£-Please debit my Access/Visa card £ 

| Number_-Expiry date_ 
|Signed____ 

£15 

£28 

£35 

£60 

□ 
□ 
□ 
Q 

MARCH ’86 
128D Launch Story; Yie Ar 
Kung Fu Screen Star; 
Reviews of Eidolan, 
Hardball Dragon Skulle, 
Zoids, Back to the Future, 
Uridium; O level Revision 
Packages; Monitor round up 

APRIL ’86 
Super Bowl Review; 
Mercenary Mapped; 

1 Screen Star Starship 
Andromeda; Paper Boy 
Preview; Cl 6 Games 
Roundup; Integrated 
Business Programs. 

Sabre Wulf, Hypersports 
Reviewed; Island Logic 
Music System Report. 

FEBRUARY’86 
FREE 'Play to Win’ Booklet; 
Screen Star Rock & Wrestle; 
Transformers, Keroni’s Rift, 
Mercenary, Ball Blazer, 
Enigma Force plus Uridium 
V, Fairlight Preview. 

Hints and Tips with Sir Arthur 
Pendragen;C16 
Adventure Special,- 
Reviews: Spy vs Spy II, 
Frankie, Rupert, Skyfox 
Summer Games II+; 
Activisions Music Studio 
Reviewed. 

MAY’85 

Dam Busters Exclusive; 
128 Preview; 
Head to Head Reviews of: 
Spitfire 40 vs Spitfire Ace, 
Pitstop II vs Pole Position, 
Plus Gremlins, Airwolf, 
Super Huey, Elite, Mama 
Llama. 

SEPTEMBER ’85 

Amiga launch report; 
Superman Exclusive; Inside 
Infoconrt; A View to a Kill, 

OCTOBER ’85 

Rambo — The making of 
the game; Black Wyche, 
Nexus, Zorro + McGuigan 
vs Bruno — The Big Fight; 
hacking into M.U.D.; Key In 
‘Sub Attack’; Top 10 Word 
Processors. 

JULY’85 

Amiga News; Robin of 
Sherwood Exclusive; Profile 
of Ultimate; Screen Stars 
reviewed: Exploding Fist, 
Beach-Head II; Gates of 
Dawn mapped. 



THE BIGGEST 
SELLING GAMES 

MAG IN THE WORLD 

tMPUTI 
l+VBEO 
GAMES 

NEWS 

The Bug Hunters 

The First with the news about new 
games on any computer. 

The zaniest erratic engineers in their 
own strip. 

Hot Gossip Behind the scenes with TonyTakoushi. 

C+VG Software 
Reviews 

The latest games reviewed for 
Graphics, Sound, Value and 
Playability. Full Colour Screenshots for 
all computers. 

The Software Chart The only truly accurate chart for 
Amstrad, Commodore 64, Spectrum, 
Cl6;BBC, Atari—from GALLUP. 

IDEAS CENTRAL 

C+VG Competition 

C+VG Games 
Book 

Hints and Tips on the best games. 

Your chance to win everything from 
games to holidays. 

Listings for Spectrum, C64, Atari, 
Amstrad and BBC. 

C+VG MAP 

C+VG Adventure 

The Top Games Mapped. 

News, Reviews and Clues on the latest 
adventure games. Plus a Helpline for 
all those stuck in the dungeon. 

Arcade Action The latest from the arcades. 
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CHARITY COMPILATION TAPE 
ALL PROCEEDS GO TO THE 

PRINCE’S TRUST 

LIGHTNING DISTRIBUTION LTD 
841 HARROW ROAD 

LONDON NW10 

PITFALL II ACTIVISION PITFALL II ACTIVISION I 

PSYTRON BEYOND SPACE PILOT 2 ANIROG 

FALL GUY ELITE PSYTRON BEYOND 

AD ASTRA GARGOYLE FALL GUY ELITE 

SAM STOAT SAFEBREAKER GREMLIN GRAPHICS DEMONS OF TOPAZ FIREBIRD 

SPLAT INCENTIVE SHEEP IN SPACE LLAMASOFT 

MUGSY MELBOURNE HOUSE KONG STRIKES BACK OCEAN 

KONG STRIKES BACK 
CHEQUERED FLAG 
BLUE MAX 

OCEAN 
PSION 
U.S. GOLD 

BLACK THUNDER 
DEATH STAR INTERCEPTOR 
TALLADEGA 

QUICKSILVA 
SYSTEM 3 
U.S. GOLD 



• Club 0 Uncle Jim’s 1 m 11 1 

unniodorB tylnb 
My nephew Trevor 

gave me a copy of 
Tolsoft's War and 

Peace adventure the other 
day. He's stuck at the point 
where Prince Dimitri gets 
confronted by a group of 
cossacks outside a 
fishmongers. I told him I'd 
read it and would be able to 
work it out in no time, but 
that wasn't quite true, I'd 
only watched an episode of 
the television series made a 
few years back. 

Anyway after two days 
on it I was going mad, my 
head was full of Bulgars, 
wheatfields and women 
called Anna. The final straw 
was a nightmare I had after 
a late session the other 
night. 

I dreamt that I was in a 
Hotel room in St Petersburg, 
room number 473 and I 
was carrying a 
cheeseburger, a stuffed 
walrus and a trouser press. 
There was a really useful- 
looking pistol on the floor, 
but I couldn't pick it up 
unless I put one of the other 
things down. I was 
wondering which to get rid 
of, when a wizended little 
dwarf sidled up to me, 
"Psst!" 

"Who are you?" I asked. 
"I am the Count Krapp of 

Xxandor," he replied, "and 
you are Uncle Jim of 
Commodore User and I 
claim my five pounds." 

"Five pounds!" I 
exclaimed. "You must be 
joking!" 

"Right," he said, kicking 
my ankle. "Just for that, 
you forfeit three objects of 
my choosing," and with a 
cackle he made his exit. 

So there I was in room 
473 with a stuffed walrus, 
wondering what the hell to 
do when the walrus started 
speaking! 

"Hello," it said. "My 
name is Walter Petrovich, 
and you'd better give me a 
herring or I'll do something 
really nasty to you." 

I dropped the walrus and 
fled down the hall only to 
find that I had no clothes 
on. Just as I was about to 
run back into room 473 I 
was arrested by two 
guardsmen in drag. The 
next thing I knew I was in 
jail charged with assaulting 
a walrus and having an 
offensive body. 

After a while I was able 
to make something of the 
gloomy surroundings. On 

the damp walls opposite 
was a key on a hook. I ran 
over to it, but naturally I 
couldn't reach it. I sat down 
again to puzzle it out when I 
heard a shout. 

"Get off me you clumsy 
twit!" "Who are you?" I 
asked startled voice. "I'm 
Prince Dimitri," he replied. 
"Can't you remember any 
of the characters in this 
dream? I was captured 
outside a fishmongers in 
Moscow by a group of 
Cossacks for selling sprats 
out of season." 

Anyway between the two 
of us we were able to climb 
up and get the key on the 
wall. It opened the door. We 
were just running down a 
passage when a large 
cannon ball made a hole in 
my stomach. 

"Aaargh!" I shouted, and 
abruptly woke up in a state 
of total panic. I'd jumped 
out of bed, washed and 
dressed, hopped on my bike 
and was half way down the 
road before I noticed that it 
was still dark. Glancing at 
the radioactive luminous dial 
of my watch, I saw that it 
was only two in the 
morning, so I sneaked 
quietly home again, hoping 
to avoid embarrassment, 
only to find I'd locked 
myself out! 

In my frustration I pushed 
the customised 64 doorbell, 
only to have it play me back 
the 1815 Overture. I gave 
up and made an early start 
for work. That'll teach me 
to stick to Horlicks and a 
Book at Bedtime! 

However, one good thing 
came out of the whole 
gruesome experience, I had 
a great idea whilst I was 
standing outside the office 
waiting for it to open. 

As I found recently with my 
computerised doorbell, it 
can be difficult to impress 
your friends by building your 
own peripherals if you are a 

bit short of time or, indeed, 
expertise. 

A useful dodge is to buy 
proper peripherals from a 
shop and disguise them as 
home-made ones. I fooled 
Ronnie the postman 
completely with my 
Squeezy bottle joystick, 
which consisted of a sawn- 
off detergent bottle placed 
over the handle of a 
Quickshot II. Other fake 
D.I.Y. add-ons include the 
Shoe Box Disk Drive, the 
Bar of Soap Mouse (be sure 
to use non-scented soap). 

Perhaps the ultimate in 
deception, I thought as the 
sun rose over the building, 
would be the VIC 20 
upgrade, in which you put 
all the guts from your 
Commodore 64 into a VIC 
20 casing. I'm sure this 
modification would be 
popular among VIC users, 
and there must be quite a 
lot of money to be made by 
doing it. 

The only snag is that to 
reduce costs you would 
need to sell a corresponding 
number of 64 downgrades, 
using the VIC components. 
Still, with a bit of 
imaginative advertising that 
shouldn't be a problem. 

BAFFLED BY TOO MUCH 
MEMORY? 

WEARY OF INTRICATE 
GRAPHICS? 

NOW YOU CAN BID 

FAREWELL TO COMPLEX 
COMPUTER MISERY WITH 

THE UNCLE JIM VIC-O- 
MATIC DOWNGRADE! 
JUST SEND ME YOUR 

APPALLINGLY POWERFUL 
COMMODORE 64 AND A 

CHEQUE FOR £99.99, AND 
YOUR VASTLY SIMPLIFIED 
VIC COMPUTER WILL BE 

DELIVERED TO YOUR 
DOOR WITHIN 28 DAYS. 

Why bother waiting for 
enormous programs to load 
when you could save hours 
by only being able to use 

short ones? 

I Unde Jim’s taken time off from DIY computer 

maintenance to do some adventure playing. All 

has not gone to plan, though. 



iBan^CHanajer 

BANK MANAGER is the complete home accounting package for your computer. This 
superb program has no less than 12 menu screens!!, making it very ‘user friendly’. 
All your bank transactions may be entered, including standing orders, direct debits 
etc. Everything possible is done automatically. Statements etc may be output to the 
screen or printer. As well as day to day budgeting, BANK MANAGER will calculate 
your mortgage, HP and investments. Utilities include file searching, sorting, 
amending, screen hard copies, disk commands and much much more. Files may be 
saved on disk or tape. You won’t find a better Home Accounts program. 

CBM 64 or C128 (compiled): Tape £8.50, Disk £10.95 

Data * fide 
BACK-UP all your tape programs (whatever their loading speed) with the popular 
Automatic Digital Enhancer. Requires 1 CBM cassette unit and 1 ordinary recorder. 
Very easy to use and reliable. You can even copy a program while you are loading it. 
This hardware device can give 100% success. Includes data indicator for visual 
monitoring. 

CBM 64, Cl28 or Vic 20: £12.95 

Data fide E 
BACK-UP all your tape programs (whatever their loading speed) with this new 
hardware device. Very easy and simple to use, programs can be loaded whilst they 
are copied. Requires access to two CBM cassette decks. 100% success guaranteed. 

CBM 64, Cl28 or Vic 20: £8.95 

TEN DAY MONEY BACK GUARANTEE 
All tapes are fast loading. Prices include VAT, P&P 

We have moved, our new address is:- 

UUi/hbone Software 
Dept CU6, 8 Hamlet Close, North Walsham, NORWICH, Norfolk NR28 0DL. 

FOR THE BEST IN HIGH QUALITY SOFTWARE 

RAMSOFT PRESENTS BETPRO 
The Ultimate Computer-based Horse Race Rating System 

Now available for all the Commodore Home Computer Range: 
LOOK AT THESE AMAZING BETPRO facts: 

• 65% of Handicap Race Winners were in the Top-Two Ratings (1985 Flat 
Season Figures) 

• Amazingly regular Big Priced Winners 12-1, 10-1, 9-1 etc 
• Also occasional ‘Outsiders’ at 50-1, 33-1, 25-1 and 20-1! 
• Excellent Level Stake Profits achieved during 1985 Flat & 1984-85 

National Hunt (Jump) Seasons! 
BETPRO IS EASY TO USE AND INCORPORATES THE FOLLOWING FEATURES 

• Simple Data Entry and User Friendliness throughout 
• Descending Points Rating Order of Entered Races Display 
• Top Rated Horse Display 
• Print-Out Facility for Hard Copy(s) of Rated Race(s) 
• Have up to Nine, Twenty Runner Races in Memory at the same time 

(Except on the Commodore 16 Version) 
• Betting Plans with Easy to Follow Instructions 

BETPRO is ideal for regular and occasional punters alike 
Available now for the CBM 128, 64, Plus/4 £9.99 (Inc. p&p) and the Commodore 16 £8.99 (Inc. p&p). 

AD INDEX 1 

AGF. .22 JR Software. .64 

Arcade. .37 Logic Sales. .22 

Ariolasoft. .52 Macmillan. .IBC 

Bubblebus. .64 Megasave. .48 

Calco. .76 Micronet. .77 

Cascade . . 37,44 Miracle Technology. .8 

Club 64. .37 MPS. .64 

Creative Sparks.... .30 New Concepts. .42 

CRL. . 12 Novagen . .42 

Datel. . 76 Ocean . .48 

Dimension. .17 One Step Software. .36 

Disking. .25 Precision. .49 

Dosoft. .72 Review Line. .42 

Dynamite. .57 Strategic Plus. .48 

Electric Dreams.... .IFC SJB. .57 

English. .50 Syndromic. .21 

Evesham. .88 Tasman. .56 

Firebird. .33 Trilogic. .30 

First Publishing ... 

Hi Voltage. 

.72 US Gold . 57,60,64,81,84,OBC 

.14 

SEND CHEQUE OR P.O. TO: 

RAMSOFT (C.U.), RACING RESEARCH DEPT., 24 BANKFIELD LANE, 
NORDEN, ROCHDALE, LANCASHIRE 0L11 5RJ. 

HINTS - POKES - MAPS 
"Stunning Value"- Tony Bridge, POPULAR COMPUTING WEEKLY 

The monthly handbooks packed with tips, pokes, hints, maps, 
solutions, gossip, latest reviews, competitions and much more 

Adventurers Handbook (CBM/SPEC) £1.00 
Commodore (64/128) Arcade Handbook £1.00 

C16/Plus/4 Handbook £1.00 
or for even better value take advantage of our reduced 

subscription rates: 3 issues £2.75, 6 issues £5.00, 12 issues £9.00 
send cheque or P.O. to 

H&D SERVICES (CU) 
1338 Ashton Old Road, 

Higher Openshaw, Manchester Mil 1JG 
Tel: 061-370 5666 

COMMODORE 64 DATABASE - DATAFILE 
Powerful options include: print all/selective records, delete, amend, save, load, 
copy, alphanumeric sort, user defined fields, memory check, total numeric fields, 
mutli field interrelational, global and between limits searches, etc. Fully menu 
driven with comprehensive easy to use instructions. CBM 64 (compiled): 
cassette £7.45, disk £10.45. 

COMMODORE 64 WORDPRO — TEXTFILE 
Powerful word processor, facilities include — large text buffer, auto centre, 
variable tab, insert, amend, delete, copy, move text word count, right justify, 

. paging, join files, multiple file handling, print all/part text etc. Fully menu driven 
with comprehensive easy to use instructions. Great value. CMB 64 (compiled): 
cassette £8.25, disk £10.75. 

All programs with full documentation and guarantee and can be used with all 
direct connect CBM64 printers including 1520 printer/plotter. Also most 
centronics (with suitable hardware interface). Price includes fast delivery by first 
class post. Cheques/PO’s to: 

A & C SOFTWARE 
Dept. 3, 75 Oakthorpe Gardens, Tividale, West Midlands B69 2LF. 

Tel: 021 557 8596 (7-9 p.m.) 

* BACK-UP-SYSTEMS FOR CBM-64 & VIC-20 * 
The BACK-UP-BOARD Mk.1. is the fastest, and easiest way to back up your tape programs. With this board you car 
connect a second CBM cassette deck to your computer. You can copy a program on the second deck while the 
original loads from the first. You can back up all fast loaders, data files etc BACK-UP-BOARD Mk.1. £10.00 me p&p 
BACK-UP-BOARD Mk.2. This new version of our famous BACK-UP-BOARD is now proving so popular it is 
outselling our original Mk.1. This new board now works two ways. Switched to ‘NORMAL’ it operates as the Mk.1. 
Switched to ‘GENERATE’, ‘64’ owners can use our special transfer software to regenerate a copy of a program on 
the second deck as it loads from the first. This method can produce a better quality copy than the original. BACK¬ 
UP-BOARD Mk.2. & software £14.50 inc. p&p. Conversion service. Return your Mk. 1. Board, if purchased from us, 
to be modified to Mk.2. for £4.50 including software & p&p. 
AZIMUTH HEAD ALIGNMENT TAPE by INTERCEPTOR for ‘64’. Use this test tape with your ‘64’ to adjust the 
heads of your decks to make a perfectly matched pair. Full instructions and screwdriver supplied £8.50 inc. p&p. 
ROM SWITCH/RESET BOARD. Fit this board in the expansion port of your ‘64’ and you can reset ALL programs. 
Resets programs that a standard reset switch can't. A socket for a 2674 8K eprom is also fitted. Full instructions 
supplied. £8.95 me. p&p. 

Please send S.A.E. for more details of the above products. 

Send your cheque/P.O. to:—TURBOTRONIC, 
46 Ripon Street, Parkinson Lane, HALIFAX, West Yorkshire, HX1 3UG. 

Tel: (0422) 52020 
(Europe add 50p, outside Europe add £1.50) 

SUPERSAVERS for C64, 
Cl 6/PLUS 4 

SAVE TIME AND MONEY with AUTOBASE-3 the ultimate personal assistant! Superb database makes 
personal computing easy. Powerful modules, available separately or combined include:- 
• AUTOFILE — Trouble finding things? Not any more — AUTOFILE organises your personal records! 
Store information as you like and let AUTOFILE take care of the rest. Have the answers at your fingertips! 
Powerful features include Add, Insert, Amend, Delete, Archive, Index, Find, Sort, Scan, Search, Full or 
Partial List, plus User Defineable Entry Titles and Formats. Ideal for personal computing. Excellent value 
at £6.25 disk, £4.95 tape. 
• AUTOPLAN — 101 things to do? Let AUTOPLAN sort them out! Superb diary and planner leave nothing 
to chance! Never forget another important event — AUTOPLAN gives detailed schedules and prompts you 
to take action as and when required! Powerful features include Perpetual Calendar, Long and Short Term 
Plans, Individual Project and Summary Plans, plus Automatic Rescheduling. Ideal for personal planning! 
Excellent value at £6.25 disk, £4.95 tape. 
• AUTOCOUNT — Accounts a problem? Relex — AUTOCOUNT keeps track of your money! Debits, 
Credits, Standing Orders, Direct Debits etc ... AUTOCOUNT puts them in order! Powerful features include 
Multiple Accounts, Budget Planner, Cash Flow, Interest Calculation, plus Summary Accounting. Ideal for 
personal accounts! Excellent value at £6.25 disk, £4.95 tape. 
ALL MODULES fully guaranteed. Can be used with direct connect printers including 1520 plotter. 
• SPECIAL OFFER - Entire AUTOBASE-3 (all three modules fully integrated) for only £12.95 disk, or 
£9.95 tape. 
NOTE, IF ORDERING DISC PLEASE STATE 1541 or 1551 format. 
Send Cheque/PO to STONEHAM DIRECT, 131 DONCASTER ROAD, 

EASTLEIGH, HANTS SQ5 SQL. or SAE for further details. 
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• Tips 

When it comes to 
answering your 

technical and 
programming queries, 

whether they’re on the 
64, 128, 16 or Plus/4, 

Tommy’s your man. Go 
on, write to him: 

Tommy’s Tips, 
Commodore User, 
30-32 Farringdon 

Lane, London EC1R 
3AU. 

Screen 
Store 

I am at the moment 
trying to write an adventure 
game for my 64.1 would like 
to know if a hi-res picture is 
stored as data or if it is just 
dumped into memory. Many 
games have a lot of hi-res 
screens and since each takes 
up 8K how do they do this 
with only 38K basic or 54K 
machine code. 
Andrew Paddon, Hants. 

It is unlikely that they will be stored 
as DATA statements, since most hi-res 
screens in Adventure games are 
drawn using machine-code; Basic 
would take too long to draw an 
entire screen. 

While it is perfectly possible to 
store several hi-res screens elsewhere 
in memory until needed, this is a very 
extravagent way of doing it, as you 
point out. What is often done is to 
either draw the screen directly onto 
the display (e.g. The Hobbit), or to 
draw only one or two screens in 
advance in another part of memory 
ready to be displayed when 
requested. Don't forget that some 'hi¬ 
res' screens are in fact very clever 
combinations of UDGs ana Sprites 
which take up a lot less space in 
memory. 

Down Under 

9 I've got two problems 
for you concerning my 
Commodore 64. Firstly, is 
there a POKE or a program 
which will let me work on two 
programs at the same time? 
For example, could I store 
one program in memory 

1 whilst working on the other, 
and then get tne first one 
back later? 

Secondly, I sometimes see 
POKE 808,251 in a program 
to stop it from listing. My 

i question is, can you break 
into such a program with a 
PEEK or POKE? 
A. Pott, Melbourne, Australia. 

There is indeed a way of storing two 
programs in memory at the same 
time. What you do is to write your 
program in the normal way using the 
normal start of Basic. Provided tne 
first program does not occupy more 
than 12 Icbytes of RAM you can 
move the start of Basic beyond the 
end of your first program simply by 
typing the following direct command: 
POKE 44, 56: POKE 14336, 0 : 
NEW 

You can now start writing the 
second program without affecting the 
first one in any way. To return to the 
first program again type POKE 44, 
8 (to go back to the second 
program, type POKE 44, 56). 
Once you nave the two programs in 
memory you can only safely edit the 
second one, but they can both be 
saved quite separately, provided 
neither one has been run. 

Programs can be loaded into the 
separate areas as well iust as if each 
had the machine to itself. You have in 
effect split the memory in two giving 
half to each program and by altering 
the top of Basic (addresses 55 & 56) 
as well (ea to just below the start of 
the second program when running 
the first) you could actually have two 
totally independant programs and be 
able to run either. 

If you leave the top of Basic where 
it is, then both programs will share 
the data/variables area which may 
be of use, but is more dangerous 
unless you want common data (in 
which case do not use RUN to start 
either program; use GOTO 10 
instead). You can even have a small 
machine-code program in the C000 
area which allows you to switch 
between the two programs using the 
function keys. The following program 

will do just that: (load and run it 
before writing/loading your required 
Basic programs). 
10 PRINT "[CLR] M/C 

LOADER"; 
20 FOR A = 49152 TO 49180 
30 READ V: POKEA, V 
40 T=T+V 
50 NEXTA: IF T<>3620 THEN 

PRINT "CHECKSUM 
ERROR": STOP 

55 POKE 14336,0 
60 POKE 56334, 0 : POKE 

788, 0 : POKE 789, 192: 
POKE 56334, 1 

70 PRINT "COMPLETED": 
PRINT 

80 PRINT "FI GIVES AREA 
2048- 14334" 

90 PRINT "F3 GIVES AREA 
14336-40959": END 

100 DATA 234, 169, 4, 197, 
197, 240, 9, 169, 5, 197, 
197 

110 DATA 240, 6, 76, 25, 192, 
169, 8, 76, 23, 192 

120 DATA 169, 56, 133, 44, 
234, 76, 49, 234 

Pressing fl selects the lower area; f3 
selects the higher area. If you have a 
disk drive it will also allow you to 
switch areas and load a directory 
without destroying the program in 
memory. 

With regard to your second query, 
if the program can be halted than 
just type POKE 808,237 to restore 
the listing facility. If the program also 
autoruns then you will have to find a 
way to stop it first since you can't 
'break-in' to a program that is 
running by using a POKE command. 

Renumber 

I have been writing a 
program on my 64 but have 
come across a problem. If I 
want to add something 
earlier in the program, I find 
that the sequence numbers 
are too close together e.g. 
11,12,14, and I cannot tit 
my addition into the 
program. I overcame this 
problem by using GOSUB, 
RETURN'S out on a listing the 
program is very messy and as 
it is for school I was 
wondering whether there was 
a command or program for 
re-sequence numbering a 
program (like there is on a 

Barry Kendall\ Lancs. 

There is no simple command 
unfortunately, it has to be done by a 
program. It sounds very much as 
though you didn't design the 
program correctly before you started 
writing it. Also, a well structured 
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program can happily use GOSUBs 
to call specific routines without in any 
way looking messy; indeed, many 
programmers thinK that you should 
try to write your programs like that 
deliberately in the so-called 
Modular' fashion. 

Your best bet would be to buy one 
of the Basic extensions such as BC- 
Basic or Softchip etc, which allow 
you to use AUTO numbering, 
RENUMBER, DELETE and all the 
other program development 
commands that Commodore forgot! It 
will certainly be worthwhile if this is 
a common problem or you are 
intending to write a number of 
programs. 

Ghost 
Buster 

W I own a Cl6 and would 
like you to show me how to 
make these DATA statements 
draw a ghost using the Read 
statement. The DATA 
statements are as follows: 
DATA 0,64, 0, 0, 240, 0, 1, 76 
DATA 0, 3,19,0,51,31,128, 

123 
DATA 31, 128, 127, 191,0, 

63, 254, 0 
DATA 15, 248,0, 3, 248,0, 1, 

252 
DATA 254,0, 1,254,0,3, 

254,0 
DATA 3, 254, 0, 3,254, 0, 3, 

254 
DATA 0, 7, 255,0, 15,255, 

128 
Guy Blaek, W. Yorks. 

You've got confused somewhere, the 
DATA statements you give are for a 
SPRITE on either the 64 or 128. 
Since the Cl6 doesn't have any 
sprites (a sad oversight on 
Commodore's part!) you cannot use 
the values exactly as they stand since 
they will be meaningless to your 
computer. 

The following program will give 
you the character you want, bearing 
in mind that a sprite is 24 by 21 
pixels while a single UDG is only 8 
by 8. The DATA statements must 
therefore be taken in the order 1st, 
4th, 7th etc up to 22nd, then 2nd, 
5th, 8th etc. The figure is therefore 
made up of 9 UDGs, but can be 
moved as a whole using a string 
variable; in this case called GHOSTS: 
100 POKE 52,56: POKE 

56,56 REM PROTECT UDG 
AREA 

110 PRINT"[CLR]";: POKE 
65298, (PEEK(65298) 
AND251)OR8 

115 POKE 65299, (PEEK 
(65299) AND3)OR56 

120 FOR CH = 14336 TO 
14407 

130 READ GHiPOKE CH, GH 
140 NEXT CH 
145 CHAR, 15,10,'"' 
150 GHOST$ = "@ABC 

[DOWN] [LEFT] [LEFT] 
LEFT] CDE [DOWN] 
LEFT] [LEFT] [LEFT] FGH" 

160 PRINTGHOST$ 
170 GETA$: IFA< >" "THEN 

170 
180 GOTO 1000 
200 DATA 0,0,1,3,51,123, 

127,63 
210 DATA 64, 240, 176, 19, 

31,31,191,254 
220 DATA 0,0,0, 128,128, 

0,0 
230 DATA 15,3,1,1,1,1,1, 

3 
240 DATA 248, 248,252, 

252, 254, 254, 254,254 
250 DATA 0,0,0,0,0, 0,0, 

0, 
260 DATA 3, 3, 3, 7,15,0,0, 

0 
270 DATA 254, 254, 254, 

255,255,0,0,0 
280 DATA 0,0,0,0,128,0, 

0,0 
1000 POKE 65298, 196: 

POKE 65299, 208 
1010 END 
Note that this changes the first nine 
characters to the UDGs then displays 

the string. 
Lines 110-115 alter the pointer to 

the character set using registers in the 
TED chip. Lines 120-140 copy the 
DATA into the character area. Once 
you have run the program and seen 
the 'ghost', press the space bar to 
return to the normal text screen and 
you can see how the string is 
displayed. 

need a short input routine which 
checks the keys as well as disabling 
the functions. 

The Programmers' Reference Guide 
only gives you the necessary 
addresses, not the POKES tnat are 
associated with them. The following 
program will disable RUN/STOP 
and RESTORE and then shows an 
input routine that allows only 
alphanumeric characters plus DELETE 
and RETURN; all other characters 
are ignored. You can amend this to 
ignore any other specific characters if 
you need it. 
10 PRINTCHR$ (8): REM 

Disable SHIFT/C = 
20 POKE 808, 225: REM 

Disable RUN/STOP and 
RESTORE 

1000 T$ = " " 
1005 PRINT" [YEL] L [LEFT] 

: IF A$ = " " THEN 
1010 

1020 IF A$ = CHR$(13) THEN 
1070 

1030 IF AS = CHRS(201 THEN 
T$ = LEFT$(T$,LEN(T$) 
-1): GOTO 1060 
1060 

1040 IF ASC (A$) <48 OR ASC 
(A$) >90 THEN 1005 

1050 T$=T$+A$ 
1060 PRINTA$: GOTO 1005 
1070 PRINT" ":RETURN 
To use the input routine, GOSUB 
1000. On returning from the 
routine, T$ will contain the complete 
string that has just been input. It will 
allow deletion of mistakes, although 
don't attempt to delete more 
characters than you have typed. 

Cursor 
Cruncher 

W I notice that you often 
give POKES to able or disable 
certain functions. I am trying 
to write an invoicing program 
and I think it would oe a good 
idea to disable the cursor 
keys, RUN/STOP KEY, etc. 
Would it be worth my while 
buying the "Programmers' 
Reference Guide"? Does it 
contain all the clever pokes 
that you mention? 
Paul Bird, Suffolk. 

You can disable only those keys or 
commands which have some function 
in Basic as opposed to returning an 
ASCII value, thus you can disable 
the RUN/STOP key but not the 
cursor keys. To cover both areas you 

Big Screen 

6 Could you explain to 
me, how to have more than 
one screen resident in 
memory, and then move from 
one to the other? 

What I mean is, think of a 
map larger than the screen (4 
screens up-4 screens down 
— 4 screens left and right). 
How do I hold the 
information, so that I can 
scroll in all directions, using a 
joystick? 
S. Reeves, Birmingham. 

What you appear to be asking for is 
the ability to store a total of 81 
screens in a 9x9 square which you 
can access as one BIG screen area. 
If I tell you that it would require 
about 5 MBytes of RAM to store that 
sort of area you will see that this is 
not a very practical way of doing it. 

The way to be able to scroll in all 
directions is to have machine code 

which draws the next line (vertical or 
horizontal) on the edge of the screen 
in the direction you wish to move. By 
reducing the screen size to 38 cols 
by 24 rows, this new line is created 
in the 'hidden area' of the screen. 
When you scroll the screen the new 
data will appear. 

It is rather difficult to be able to 
scroll in all 4 directions since you will 
have to do 2 sets of drawing when 
moving into a corner for example 
and write 4 different m/c routines to 
do the drawing and scrolling. Not 
only must you draw the line, but first 
work out what it is you are going to 
display to match the relevant border. 
Because the whole screen is refreshed 
every 1 /25th of a second this will be 
very jerky if done using Basic, but 
page 128 of the Programmers 
Reference Manual will start you off if 
you want to experiment. 

The scrolling registers are 53270 
(X-direction) and 53265 (Y- 
direction). In both cases Bit 3 sets the 
screen size while Bits 0-2 set the 
scroll position. Note that sprites are 
not affected by scrolling the screen in 
this way so if required to move with 
the screen you must make separate 
provision for them. 

Clever 
Pokes 

I've written a little 
wordprocessing program for 
my 128. Although it's 
nowhere near as good as the 
professional packages. I'd 
like to add some nice little 
touches. I'd like to give an 
option for cursor flash onfoff 
and whether the keys will 
repeat or not. Can you help? 
Rod Williams, Reading. 

To control the cursor flash, you type 
POKE 2598,64 to stop it flashing, 
and POKE 2598,0 to start it again. 
By the way, this only works in 40,- 
column mode as the address refers to 
the VIC chip and not the VDC chip as 
used for the 80-column display. 

To control the key repeat function, 
you type POKE 2594,64 to turn off 
xey-repeat, POKE 2594,0 makes 
only the spacebar and cursor keys 
repeat, and finally POKE 2594,128 
sets everything back to normal. 



C16/+4 DERBY DAY CM 
£5.75 £6.75 

Break the bank or lose your 
shirt in this Horseracing 

Extravaganza. 
• Realistic Betting 
• On-screen action 
• Visual form guide 
• Thousands of rare 

combinations and 
many extras. 

Cheques/PO to 
BLOOMFIELD SOFTWARE 

PO Box 69, Blackpool, 
Lancs FY2 9EX 

Available Mail Order only. 

CBM 64 owner from Sweden 
wishes to swap programs and tips 
from all over the world. Please send 
your list to: Christer Svensson, 
Aringsv. 3, S31203 Veinge, Sweden. 
Both disk and cassette. 

Hello Europe! Canadian C64 1451 
user would like to exchange ideas, 
programs with people worldwide. 
"All letters answered”. Send list to 
Peter J. Turenne, 418 Whitney Ave, 
#310, Hamilton, Ontario, Canada, 
L8S 2H8. 

Amiga owner wants to swap or 
buy programs all over the world. 
Please write to Mats Hellner, PL 206, 
S-S2Q 50 Stenstorp, Sweden. 

C64 owner wants to swap 
programs with people all over the 
world. Only disk. Send list to Eric 
Holznann CH-3212 Gunnels, 
Switzerland. 

Norwegian CBM 64/128 owner 
wishes to swap programmes and 
tips. Disks only. All letters answered. 
Andrew Elkheim, 4890 Grimstad 
Norway. 

C128 1570 modem. All under 
guarantee. 9 months Cnet 
subscription. Computels C128 
Guide. 2 datasettes DCL1 interface. 
Software includes Game-maker, 
Uridium, Paradroid, Zzap, Sizzlers, 
Azimuth, Monopoly, Softaid, Airwolf, 
Beach Head, F15 Strike Eagle. 
Loads of disks, joysticks etc. £500 
ono, Mark Luton (0582) 458486. 

Going to France this year? C64. My 
program contains lots of useful 
words and phrases which can be 
printed out. Send cheque/PO £1.75 
to Fu-Sang-Li 36S West Street, 
Crewe, Cheshire. 

Printer Commodore MPS 801 as 
new including Easyscript and 
Easyspell all in original boxes £130. 
No offers, no splitting. Phone 0256 
850752. 

Wanted Commodore SX64. Please 
telephone 0825 790294. 

Software for sale. Hunchback II, 
Kong II, Frak, Indy, Tapper, Spy 
Hunter, Suicide, Spy 1. The lot £26 or 
separately. I Sung, 24 Beech Grove, 
Dunfermline, Fife KY11 5AH. Tel. 
(0383) 724498 after 5pm. 

Vic 20 cartridge-area memory — 
expansion kit. For machine-code 
use, etc. includes board 8c 
instructions. Just add 2K RAM or 2-4K 
PROM. Only £4.95 from Seddon, 63 
Portland Rd., Birmingham. 

Commodore 1541 disk drive. 
Absolutely brand new, unused and 
boxed! Unwanted gift. £125 ono. 
Phone 01-724 2240 after 8pm, 

Norwelgan CBM 64 owner wants 
to swap programs and tips with 
people all over the world. Disk only: 
Has only news. Wife to Kjell-ivar 
Kolve, Nordstrandveien 78,.8000 
Bodo, Norway. 

Wanted! CBM 64 user want 
penpales all over the world. Have 
only disk send list and you will get 
an answer send your list to: 
Aasmund Berge, Lykkmarka 34b 
7081 Sjetnhaugan, Norway. 

CBM 64 owner wants to swap 
programs over the world only on 
disk. Send a list to Harry Taari 
LerumAnders Vagen 106 S-44300 
Sweden. 

MUSIC-SYNTH 

Powerful 100% M/C Music 
Program for Cl6 & Plus/4. 
Includes full ADSR and tone 
envelopes, glide, vibrato, 
tremelo etc. Record, playback 
and edit your own tunes in both 
voices. 

Full Instruction Manual, 
including details about using 
tunes in your own programs. 

All this and much more only £6. 
Cheques/P.O.’s to JAFSOFT 
(CU), 5 Cissbury Road, Ferring, 
West Sussex, BN12 6QJ. 

Mail Order only 

C16 and Plus/4 owners wanted for 
exchange of ideas, informations 
and tips, I have got 200 games 
and utilities, self-written programs, a 
fastloader, memory map, ROM 
disassembly and more. Please write 
with all your informations, all letters 
answered. Ado Bordieri, Via 
Maiocchi 19, 20129 Milano, Italy. 

PROM-64 
EPROM programmer for 8K, 16K ZIF socket, Vpp 
generator & software on tape. £34.75 
64-CARTridge,2x8K. £ 5.95 
DEMO EPROM 8K. £ 4.95 
EPROMS Qty 1-10,2716-128. 
DHOBI-2 EPROM eraser. 

£ 2.99 
£22.95 

UK + 15% VAT 
CAMBRIDGE ELECTRONICS 

One Milton Rd., Cambridge CB41UY 
Tel: (0223) 314814 TLX 81574 

C16/+4 owners. I would like 
penpals from anywhere in the 
world, especially American -F4 
users. John Coolin, 19 College 
Street, Long Eaton, Notts, NGIO 
4NE. Any sex, any age, all letters 
answered. 

Norwegian CBM 64 owner wants 
to swap programs and tips with 
people all over the world. Disk only. 
Has only news. Wtite to Kjell-ivar 
Kolve, Nordstrandveien 78, 8000 
Bodo, Norway.  

Commodore 128 disk owner 
wishes to exchange music, utilities 
etc. with anyone around the world. 
Phone: (04893) 6353 between 7 
and 8pm or write to Heath Upton, 
Rose Lodge, New Road, 
Swanmore, Hants, England S03 
2PF. 

HORSEFORM CBM 64/128 
Graphics/sound, printer/screen output, 
Save/Load race files, easy data entry. 

For the more discerning flat racing 
man. Horseform makes picking 

winners fun and easy. £7.95 cassettes. 
Cheques/P.O. to 

Seesaw Software, 
Box 212, ASP, 

No.1 Golden Square, 
London W1R3AB. 

CLASSIFIED ORDER FORM 
Lineage — 
20p per word to 
private individuals — 

20 words min — 40 words 
maximum. 
30p per word to Trade. 
20 words min — 40 words 

maximum. 

Semi-display — £10 for S.G.C. 
Ring 01-251 6222. 
All classified and semi-display 
advertising is pre-payable. 

When paying for 
advertisements please add 
on 15% for VAT. 

Warning 
It is illegal to sell pirated copies 
ot computer games. The only 
software that can be sold 
legitimately through our 
classified section are genuine 
tapes, disks, or cartridges 
bought from shops or by mail 
order from software houses. 
Commodore User will press for 
the maximum penalties to be 
brought against anyone 
breaking these rules. We regret 
that due to large-scale 
swapping of pirated software 
we can no longer allow swaps 
of tapes, disks, or cartridges in 
our classified section. 
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All classified ads are subject to space availability 

PliASE PRNTIM BLOCK CAPITALS 

I enclose cheque/P.O. for £.made payable to Commodore User. 

Name.,. 

Address. 

Total number of words. 

Post to AD. DEPT. COMMODORE USER, 30-32 FARRINGDON LANE, EC1R 3AU. 



# Gossip 

What a month! Phew, all that World 
Cup action, has left me drained, I can 
tell you. Forty hours of televised 
football has just about worn out my TV. 
I must have missed out on about a 
week's sleep following the whole 
business, and we haven't reached the 

final yet. 

• I certainly haven't lost any sleep 
over U.S. Gold's World Cup Carnival 
though, though they may have. 
There's been more fuss about that than 
England's third goal against West 
Germany in '66. The cause of it is that 
it isn't a particularly new game. In fact 
it's Arctic's football game, which 
appeared on Now Games II. A lot of 
retailers out there are pretty unhappy. 
A few even refused to take it when they 
found out. Bit of an own goal there I 

feel. . . . 

• It's a while since I had anything new 
to tell you about my good friends at 
Domark. The house of good taste have 
landed themselves in the soup with the 
creators of Spitting Image . You may 
have noticed a game called Spitting 
Images on the Spectrum recently in 
the shops. Domark actually 
approached the writers before they put 
the game out to see if they wanted to do 
an official realease. The answer was, 
unsurprisingly, no. So they thought 
what the hell, we'll put it out anyway'. 
And lo and behold in came the writ by 
return post! The title has now been 
changed to Split Personalities, but 

the game is just the same — a 
children's educational program that 
originally featured dinosaurs. . . 

cleaned up their act though, they can 
still get low. In fact this is possibly the 
lowest they've ever got, which is pretty 
low. They've been experimenting with 
some digitisers down there. What are 
they trying to digitise you ask, 
ingenuously? Would you believe me if 
I said blue movies? Shock! Wait till 
the Sun gets hold of that one — in fact I 
might even sell it to them .... 

• It is for enterprises such as this that 
a book called Children at Risk has 
appeared. It's one of those terribly 
concerned, terribly Christian 
publications that purports that today's 
kids are all going to grow up to be 
psychopaths. Careful with that axe 

Eugene.... 

• One thing the Sun have already got 
hold of is Probe's Dirty Den game. A 
bevvy of hacks (if that's not the 
collective name it should be) 
stampeded into the company's office 
demanding to know the truth behind 
the lies etc, and Fergus McGovern, 
Probe boss ex-Irish country and 
western guitarist, (fact!), told them 
he'd never heard of any Dirty Den or a 
programme called Eastenders. 

• Fergus is a bit of a one for the 
blarney, so I don't know whether to 
believe his little tale about an Amiga 
Commodore sent him. It seems they 
wired up the power supply wrong (it 
was an American model) so when they 
turned the machine on there was a 
small puff of smoke and a ruined 
micro! Having heard the tales about 
Commodore I can well believe it... . 

for its inventiveness and entrepre- 
neurism. No one more so that CRL's 
go-ahead young boss Clement 
Chambers whose first business 
venture was a brainwave he had one 
day at the opticians. How the hell can 
people decide what glasses they want 
if they can't see themselves when they 
try a pair of frames on? He thought 
squinting at the receptionist. Why 
don't I get the opticians to install video 
cameras so people can see themselves. 
Such a short-sighted brainwave had to 
flounder and it did. . . . 

• You may remember the Sick Sick 
Spaznik picture we printed in the mag 
last month. It transpires there's a game 
to follow. I received a plaintive note 
last week informing me of it and asking 
'Who wants the exclusive?' The answer 
guys is no-one. Sorry. And it seems no 
one wants the game either — even 
Domark turned it down .... 

• Now a public information 
announcement. Rumours flying 
around the industry at the moment 
suggest Beyond are struggling. 
Denton Designs have put the breaks on 
three games they were programming 
for the company including Dante's 
Inferno (sounds like a hot one). The 

reason may have something to do with 
the disappearance of distribution 
company SID into that great Bermuda 
Software Triangle. What with them and 
the demise of Unitsoft I advise you to 
be very careful about mail order firms 

in future. . . . 

• lust in case you number among my 
critics who maintain that my 
scandalmongering has no place in the 
mag and that I should be telling you all 
about the latest games and what 
programmers eat for breakfast 
(Andrew Braybrook has muesli) here's 
some inside info on the hot games 
already under development for the 
Christmas period. It's going to be one 
hell of a fight this year, with U.S. Gold 
working on Gauntlet, Domark posing 
questions like crazy to get Trivial 
Pursuit ready in time, and Ocean 
ploughing into their new arcade 
biggie Terra Cresta. Look out too for 
sequels to Ghostbusters and Hacker 
from Activision. There, don't say I 
never tell you anything . . . 

• And with that I must leave you. 
Keep your ears open there's always a 
pint going for a good story. Next 
month a special holiday flavoured 
Hotshots. Hasta la vista. . . . 

Why is this man pretending to be an ovenready roast chicken with all 
that bacofoil wrapped around him? Well in fact it's our deputy editor 
Bohdan Buciak fulfilling a lifetime's ambition to get into Hotshots shortly 
after completing the Paris Marathon. Bohdan completed the gruelling 
twenty-six miles (there's actually a bit more than that because Queen 
Victoria wanted to sit in a certain place to see the first competitive 
marathon) in four hours, just short of the world record time of two hours, 
eighteen minutes. He raised a cool £270 in the process for Save the 
Children, so well done BB, (pass me the Radox, Mike - dep. ed.) 

• Don't think that Domark have • The software industry is notorious 



Take a one-eyed, spinach-eating sailor with "fisks" at the ready. Add a 
sweet patootie who is all woman minus the curves. Mess it all up with 
pea-brained Bluto and what do you have? 

A roof-raisin' arcade adventure, featuring giant-sized Popeye and crew 
in multi-dimension action. 

The Crash Smash now available on Commodore 64/128K £7.95 

Spectrum 48K/128K £7.95 
Coming this Autumn Amstrad £7.95 

Available through your local retailer. Or in the case of difficulty write to: 
Macmillan Software, 4 Little Essex Street, LONDON WC2. Tel: (01) 836 6633 



GET YOUR NAME ON THE 

If you have ever bought another golf 
simulator - shoot yourself! 
If you are ever considering it - 
save yourself a bullet! 
ZZAP64 

Quite honestly, leaderboard makes 
all other golf simulations look clumsy 
and antiquated in comparison. 

This is the sports simulation of the 
year - if not the decade! 
ZZAP64 

And swing your way to a record round 
Now you can become a golf pro and experience the thrill of 
having your name up on the “Leaderboard”. 
With this amazingly realistic simulation you get a true 
perspective view of your golf game. 
As you play on different 18 hole courses on 
levels varying from amateur to touring professional you’ll 
need skill concentration and control to come in under par. 

POM 64/128 Coming soon for Spectrum and Amstrad 
uum UTf IfcU TEE SHOT PUTTING 

Features: 
• Choice of club, distance, type of 
shot (hook, slice, putting) and more 
• Realistic Sound 
• Practice Driving Range 
• Joystick Controlled 
• Multiple 18 Hole Golf Courses 
• Automatic Scoring 

U. S. Gold, Unit 10, The Parkway Industrial Centre, Heneage Street, BIRMINGHAM B7 4LY. Tel. No. 021 3593020 


